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Abstract
Children who struggle during the school year will continue to do so through the summer
months. As such, it is important to have therapeutic opportunities and programming available
for those children. Addressing the therapeutic needs of children with serious emotional
disturbances and/or social deficits can take many forms. Adventure therapy and experiential
activities are supported by a variety of theoretical perspectives including Experiential Learning
Theory, Systems Theory, Existential Theory, Behavioral/Cognitive Behavioral Theory, and
Psychodynamic Theory. Through the use of adventure type activities, participants are able to
address and reach therapeutic goals in a different manner than the traditional office setting.
Experiential activities proven to provide therapeutic opportunities include ice-breakers, games
and problem-solving initiatives, and trust exercises. Expressive activities are those focusing
more on mindfulness and allowing participants to increase their social and emotional learning.
Specific expressive activities promoting positive gains include yoga, mindful arts and crafts,
drama, and expressive writing. The inclusion of a parent component is also extremely beneficial
within a therapeutic program because it allows for additional opportunities to make an impactful
difference. After a thorough literature review, a therapeutic summer program was developed and
designed to meet the needs of children through a variety of activities.
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Summer Therapeutic Program for Children
Summertime for children is often a magical time in their lives when they get to play with
friends from sunup to sundown making fantastical memories. Kids look forward to summer
months to enjoy not having any homework, assignments, or other school demands placed on
them. Other kids look forward to summer months for the extra opportunities it lends for
additional quality time spent with family. However, this is not the case for all children. Kids
who may lack social and emotional skills may not have friends to play with or have the
opportunities to make those lasting memories. They may suffer from serious emotional
disturbances (SED) hindering fun activities from occurring. Others may be behind in school and
have to take summer classes to catch up in certain subjects. Others do not have the benefit of
spending much, if any, time with their families due to a variety of reasons. Summertime does
not have to be an all or nothing time period however. Children who struggle with issues can also
enjoy summertime if offered the right avenue, assistance, and programming opportunities to do
so. The following literature review will address the need and theoretical support for a
therapeutic summer program for youth, review existing literature about specific activities
benefiting such a program, as well as discuss gaps and needs for future research about existing
programs with a similar purpose.
Needs and Benefits for Summer Programming
There are many resources available and ready to meet students' needs during the
academic year. Many of these services are provided by the schools themselves through teachers,
school social workers, school counselors, as well as specific programs and activities throughout
the school. However, those resources fade away during the summer months even though the
need is ever-present. Children’s needs and difficulties do not disappear just because school is out
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and summer break has started. They still need to be getting help through receiving support and
interventions in the community. Children who struggle with SED can benefit greatly from
having additional supports assisting with coping skills and addressing a variety of needs.
Children who suffer from social skills deficits or serious emotional disturbances are two specific
child populations who could benefit most from extended therapeutic programming throughout
the summer months.
One could argue most children have social skills deficits to some degree. Children are
learning the ways of the world and how to live in it by developing specific social skills all of the
time. They are learning essential socials skills to help with improved social, emotional, and
cognitive functioning. It is valuable for children to learn social skills such as following
instructions, asking for help, disagreeing appropriately, accepting “no” for an answer, showing
appreciation, controlling emotions, and accepting consequences, which are some of the skills the
Boys Town Model follows (Boys Town website, 2018). However, some kids have a harder time
than others learning and embodying these skills and need extra assistance to develop these skills.
A study conducted by Harrel and DeRosier (2009) found social skills group interventions
enhanced participants self-concept, increased social self-efficacy, and decreased internalizing
problems. Programs including social skills aspects into the program will promote increased peer
relations for participants.
In addition to children with social skills deficits, those with SED could also benefit from
a therapeutic summer program. The term serious emotional disturbance is defined as a person
"from birth up to age 18 who currently or at any time during the past year has had a diagnosable
mental, behavioral, or emotional disorder of sufficient duration to meet diagnostic criteria that
resulted in functional impairment, which substantially interferes with or limits the child's role or
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functioning in family, school, or community activities” (Substance Abuse and Mental Health
Services Administration (SAMHSA), 1993, p. 29425). Children with serious emotional
disturbances have an increased need for mental health and community services in order to help
meet their needs. These services are designed to assist in addressing symptoms, which will
allow more opportunities for children to function effectively with their peers, their families, and
the community as a whole.
Therapeutic Interventions
To meet the unique needs of children with SED and/or social skills deficits at any time
and specifically during summer months, it is important to base therapeutic interventions within a
beneficial atmosphere. According to the Association for Experiential Education, experiential
education is “a philosophy of education that informs many methodologies in which educators
purposefully engage with learners in direct experience and focused reflection in order to increase
knowledge, develop skills, clarify values, and develop people’s capacity to contribute to their
communities” (Norton, C. L., Tucker, A., Russell, K., Bettman J., Gass, M., Gillis, H.L., &
Behrens, E., p. 47). More specifically, adventure therapy is a type of experiential intervention.
Tucker and Norton (2013) describe group-based adventure therapy as a clinical tool used by
social workers to promote therapeutic changes in clients.
Adventure therapy and experiential activities are supported by a variety of theoretical
perspectives. As reported by the Association for Experiential Education’s website (N.D.),
adventure therapy has roots and is supported by five core theories. These five core perspectives
include Experiential Learning Theory, Systems Theory, Existential Theory,
Behavioral/Cognitive Behavioral Theory, and Psychodynamic Theory. Experiential activities
are able to lend themselves most commonly to Kolb’s experiential learning cycle. Kolb
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described his theory of learning through a four-stage process including concrete experiences,
reflective observations, abstract conceptualization, and finally with active experimentation
(McLeod, 2017). Through the use of experimental activities and active processing, participants
are able to more quickly learn and implement new ideas. Group-based adventure therapy
includes interventions focusing not only on individual functioning alone, but rather the
interaction between the social and environmental context as described within Systems Theory.
The Association for Experiential Education’s website (N.D.) also discussed how Existential
Theory is present within key components of adventure therapy including the power of choice and
exploration. Actions, behaviors, and processing are key components throughout adventure
therapy, and it is through those behavioral perspectives where a change in behavior and attitude
can occur, which encompasses Behavioral/Cognitive Behavioral Theory. Finally, focusing on
the here-and-now context of the experience within the group, as is part of Psychodynamic
Theory, assist in the therapeutic nature through adventure therapy activities.
There are seven key elements helping define adventure therapy and experiential
activities. These key elements include engagement in action-centered therapy, the use of
unfamiliar environment, situation or stimulus, creation and maintenance of a climate for change,
the application of activities/intervention as continual assessment tools, a focus on small group
development and creation of a caring community, a solution-focused approach to therapy, and a
shift to therapy as facilitator from therapist as expert to allow for greater flexibility in the
therapeutic relationship (Gass, Gillis & Russell, 2012). Through the use of adventure type
activities, participants are able to address and reach therapeutic goals in a different setting and
manner than the traditional office setting.
Experiential Activities
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Various types of adventure activities can be considered for inclusion within a therapeutic
program. Adventure activities can be divided into three main groups: ice-breakers, games and
problem-solving initiatives, and trust exercises (Collard, 2005, Rohnke, 1989, 2004).
Icebreakers are shorter activities allowing the group to interact in a non-threatening manner. As
one of the first activities of a day, they are used to set the tone and atmosphere for the remainder
of the day’s activities. Ice-breakers allow for silly fun and laughter, and do not intimidate based
on their non-competitive nature. Through the use of ice-breakers at the beginning of each day,
the participants are able to create a stronger bond facilitating a more productive and therapeutic
setting.
Problem-solving initiatives and games are group activities promoting communication and
cooperation. As described by Mark Collard in his book, No Props (2005), problem-solving
initiatives involve activities are both physical in nature and provide ample opportunity for verbal
communication to solve a variety of problems. Initiative problems are essentially a situational
task given to a group with no solution being offered. They encourage participants to work
together finding different alternatives to solutions while understanding different perspectives.
Processing of these activities opens up robust discussions touching on issues such as leadership,
teamwork, and planning. The founder of Project Adventure, Karl Rohnke, states “individuals are
usually more capable (mentally, emotionally, and physically) than they perceive themselves to
be, and if given the opportunity to TRY in a supportive atmosphere, can discover this excellence
within themselves” (1989, p. x). The positive experiences of the activities and subsequent
processing enables the therapeutic process and allows participants better opportunities for
learning. Mr. Rohnke also emphasizes goals for adventure programs including “to increase the
participant’s sense of personal confidence, to increase mutual support within a group, to develop
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an increased level of agility and physical coordination, to develop an increased joy in one’s
physical self and in being with others, and to develop an increased familiarity and identification
with the natural world” (1989, p. xi-xiii). These learning goals set the tone for an entire
adventure and recreation curriculum with the potential to benefit any participant.
The final group of experiential activities consists of trust exercises, which provide an
opportunity for others to both place trust in others as well as earn the trust of others. When trust
activities are done in collaboration with the other types of activities, it allows ample opportunity
for barriers to be broken down as well as the confidence to be built. Physical safety is addressed
via personal boundaries and emotional safety is met through participation by choice. As Collard
(2005) mentions in his book, trust exercises emphasize having fun, but also include a fear aspect
as well. These types of exercises are intended to build trust within the group, within oneself, as
well as with the facilitators. Trust exercises provide participants a variety of activities and
experiences enhancing social and emotional well-being. A meta-analysis conducted by Hattie,
March, Neill, and Richards (1997) found adventure programs had positive results looking at selfesteem, leadership, academics, personality, and interpersonal relations. Their results noted the
most significant positive change was in self-esteem. They also found these changes from
adventure programs were longer lasting than other, more traditional therapeutic techniques.
Many adventure programs also include high elements and ropes course elements (Rohnke
& Butler, 1995, Rohnke, 1989, 2004). While high rope courses provide additional elements to
the program, there are many aspects deterring their inclusion into a shorter summer therapeutic
program. The cost of including high elements increases dramatically due to all of the
components needed. There is also the design and installation processes of the course requiring
additional expertise. Permanent space is required for these activities making it more difficult for
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some community-based mental health facilities to incorporate them into a program.
Additionally, the increased level of risk is also a factor needing to be addressed if incorporating
them into a summer therapeutic program for youth. While the high course elements provide a
certain thrill factor for individual participants, they do less so for group cohesion and skill
building. Rohnke (1989) states the high ropes elements do provide the opportunity to continue
“the active and supportive role as individuals attempt the various elements” (p. 95). While there
are some benefits from including high elements, they are not needed to have a beneficial and
successful program.
Expressive Activities
In addition to experiential activities being vital to an adventure program, expressive
activities have also been shown to be effective in a therapeutic environment. Expressive
activities are those focusing more on mindfulness and allowing participants to increase their
social and emotional learning (SEL). Durlak, Weissberg, Dymnicki, Taylor, and Schelling
(2011) conducted a meta-analysis of 213 school-based SEL programs. They found those
students involved in SEL programs had significantly improved social and emotional skills,
attitudes and behavior. Incorporating expressive activities into a therapeutic summer program
allows for needs to be met with a different set of interventions. Specific expressive activities
promoting positive gains include yoga, mindful arts and crafts, drama, and expressive writing.
Yoga is a mindfulness practice becoming more utilized within society because of its
benefits to calm the mind and increase overall health and well-being (Hagen & Nayar, 2014). In
addition to yoga having positive results regarding the physical health of a person, studies also
show yoga can greatly benefit a person’s mental health. Bussing, Michalsen, Khalsa, Telles, and
Sherman (2012) conducted a systematic review of the current evidence regarding the effects of
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yoga interventions toward mental and physical health. They found yoga interventions had
positive effects on depression, fatigue, anxiety, anxiety disorders, and stress. Additional
evidence shows yoga practice is able to improve social and emotional functions attributed with
children who suffer from SED. As discussed by Hagen and Nayar, “yoga practice among
children indicates improved benefits in concentration, stress alleviation, self-awareness,
consciousness, self-regulation, behavioral and emotional maturity, and self-confidence in
everyday life” (2014, p. 3).
Other expressive activities found to be beneficial with social and emotional deficits
include mindful arts, crafts, and drama. A study conducted by Coholic, Eys, and Lougheed
(2012) found utilizing mindful-based arts and crafts were beneficial for children’s emotional
reactivity. Children who participated in the study reported the mindful arts and crafts were fun
and helped them learn more about themselves. The study also reported the children developed
self-awareness, self-esteem, and felt happier and more confident. Other studies show mindful
activities are effective in addressing specific disorders including anxiety (Semple, Reid, &
Miller, 2005), post-traumatic stress disorder (Hansen, 2006), and depression (Charles &
Matheson, 1991). Additionally, a research review conducted by Jindal-Snape and Vettraino
indicated “the dramatic processes have the potential to be effective in enhancing socialemotional development of people with special needs” (2007, p. 107).
Journaling can also be a beneficial expressive activity with youth. Journaling as a
therapeutic tool has the ability to allow clients to express themselves through a different avenue.
In a non-threatening setting, journaling can unlock and release thoughts and ideas considered
helpful in the healing process. Brian Duffy (2010) wrote there is a power in journaling allowing
a person to hear and see their own words. A meta-analysis conducted by Travagin, Margola, and
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Revenson (2015) reviewed the limited existing research on expressive writing interventions and
their outcomes. Their findings “suggest that expressive writing may have significant albeit small
effects in reducing internalizing problems, problem behaviors and somatic complaints, and in
improving social adjustment, school participant, and school performance” (2015, p. 53).
Promoting the social and emotional behavior and attitudes in youth can be challenging.
However, when healthy developments are made during the school year, it is an important step to
help ensure the positive gains have the best chance to remain and continue to flourish. Research
shows the inclusion of parents or caregivers is a critical component of effective care. Gerten
(2000) stated including and teaching family management techniques to parents is beneficial
when working with youth. The inclusion of the family system allows for multiple opportunities
to make a difference in the lives of youth. A meta-analysis conducted by Dowell and Ogles
(2010) found treatment including parents showed better improvements when compared to
treatment with youth by themselves. It is important to note therapies conducted together as
opposed to separate or individual to each other, provide the best outcomes.
Research Findings
As referenced above, there is relevant literature to support the various aspects of a
therapeutic summer program. The use of adventure therapy or experiential education is not a
new phenomenon within the field of social work. However, it is a newer field building off of
existing theories and interventions. Existing research suggests adventure therapy techniques are
effective at meeting the needs of a variety of behavioral disorders and deficits. The metaanalysis conducted by Hattie et al. researched adventure education activities, and found
“adventure programs can obtain notable outcomes and have particularly strong, lasting effects”
(1997, p 77). Tucker, Jovorski, and Beale (2013) found youth who received interventions
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including an adventure therapy component showed the average decreased significantly in
problem severity when youth participated in adventure therapy interventions.
Adventure therapy is also shown to be effective across multiple disorders. Tucker and
Norton noted various research articles and reviews identifying a diverse spectrum of disorders
adventure therapy has shown with positive results. They reported from previous studies
“adventure therapy interventions have significantly lowered recidivism levels of juvenile sex
offenders, significantly improved well-being and weight loss among a group of clients with
schizophrenia, decreased negative symptoms in inpatient clients experiencing war-related PTSD,
and positively impacted veterans’ personal development, sense of coherence, and overall wellbeing” (Tucker & Norton, p 334). There is also research indicating the positive effects of
increases in functioning with youth who participated in adventure therapy (Tucker, et al., 2012).
However, there is also a need for more research on expressive activities to obtain more
definitive results. Some of the studies researched included small sample sizes and had poorquality trails. The reviews including meta-analysis reviews all mentioned future studies needed
to be more rigorously conducted with clear designs and controls. Bussing et al. (2012)
conducted their systematic review but found a strong need for more rigorous research when
looking at yoga interventions and their effect on mental health and well-being. While research
was found, there were methodological concerns in many of the studies they were able to find.
Additionally, Jindal-Snape and Vettraino (2007) stated the need for additional research to
support their findings. Yoga as a treatment modality is a newer phenomenon and has a paucity of
research in terms of its therapeutic capacity. As this modality continues to grow in popularity, so
too will the research to better understand its effectiveness. Additional research is also needed to
determine the effectiveness of journaling as a therapeutic modality. As noted by Travagin et al.
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(2015), their findings indicated expressive writing can be beneficial, but they did suggest more
research was needed to determine its effectiveness with specific disorders.
Additional research is also needed for including a parent component to determine the
effect it has on therapeutic support and other outcome measures. The studies referenced above
researched individual therapy coupled with parent-child treatment, and found additional research
was needed to “assist clinicians in making decisions when incorporating parents in the treatment
of children” (Dowell & Ogles, p. 160). Specific research is also needed to review the
effectiveness of a parent component with a summer therapeutic group. Research may indicate
different outcomes with groups as opposed to individual therapy modalities.
Conclusion
Based on the literature found and the existing need for a therapeutic summer program, the
Summer Treatment Adventure and Recreation (STAR) Program was created and designed. The
STAR program is a specialized summer program offered to children ages seven to twelve years
of age. It is a six-week long session using a variety of structured therapeutic and experiential
education activities, behavioral homework assignments, daily rating system and rewards, and an
extensive curriculum of social skill exercises. The program is a therapeutic group experience
also addressing individually identified emotional/behavioral issues, and the enhancement of
personal and interpersonal coping skills. The STAR therapeutic program is designed to meet the
needs of children who suffer from SED through a variety of activities. Social skills, emotional
issues, behavioral issues, and coping skills are addressed through experiential education
activities and expressive activities including yoga, crafts, drama, and journaling. Appendix A
includes the curriculum and activities for the summer program while Appendix B includes the
description for each activity. A parent component is also included to ensure a more systems-
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friendly therapeutic aspect is included in the treatment modality. The parent component was
designed to complement the STAR program curriculum (Appendix C). The parent component
addresses relationship, communication, attitude, discipline, and expectations. To research the
program and to determine its effectiveness, pre and post evaluations were also created (Appendix
D). These evaluation forms will allow the program to collect data and conduct research to
determine the outcomes and results of the program.
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Appendix A
Summer Treatment Adventure Recreation (STAR) Program
Curriculum

TIME PURPOSE
9:00
Sign-In

9:30

Ice Breaker

10:00

2:00
2:15

Experiential
Activity &
Processing
Lunch
Expressive
Time
Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

11:30
12:00
1:00

WEEK 1 - Peer Relations
TUESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Warm-up
Emojis/Points Board
Buffs
M&Ms
M&Ms

Warp Speed

Ball (tennis or fleece or
other)

Cacophony
Decorate Buffs

Buffs, Tempera paints,
brushes, markers

Whisper

Trust exercises

Switcheroo

9:10

Warm-up

Quote prompted
Quote Jar, Journals,
journaling
Pens/Pencils
Best/Worst/Review
Homework
Daily Point Sheets
WEEK 1 - Peer Relations
WEDNESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:30

Ice Breaker

Same but Different

10:00

Experiential
Activity &
Processing
Lunch
Expressive
Time

First Names Only

TIME PURPOSE
9:00
Sign-In

11:30
12:00

FOCUS
Check-in
STAR Program
Overview
Learning names
Getting to know one
another
Problem-solving

Butcher Paper, markers

Quick Shuffle
Yoga - Star Wars
Mindfulness
Activity - Mind Jar

Bottles or jars, glitter,
water, other materials?

Best/Worst/Quote
“I feel…”

FOCUS
Check-in
Homework check
Overview of the day
A getting to know you
game.
Problem-solving
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1:00

Face Value
(Separate then
Whole Group)

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 1 - Peer Relations
THURSDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

TIME PURPOSE
9:00
Sign-In

Quote prompted
journaling

Trust exercises

Quote Jar, Journals,
Pens/Pencils

9:10

Warm-up

9:30

Ice Breaker

Three Things in
Common

10:00

Experiential
Activity &
Processing
Lunch
Expressive
Time

Mute Line-Up/TP
Shuffle

Elevated board or log

Team Banner
Painting

Top sheets, Tempera
paints, paint brushes,
sponges, squirt bottles?

Look Up-Look
Down (Separate then
Whole Group)

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

Best/Worst/Review
Homework
Daily Point Sheets

11:30
12:00

1:00

Quote prompted
journaling

Best/Worst/Quote
“I am unique. I am
special. I am me.”

FOCUS
Check-in
Homework check
Overview of the day
Learning names
Getting to know one
another
Problem-solving

Produce a team banner

Trust exercises

Quote Jar, Journals,
Pens/Pencils

9:10

Warm-up

WEEK 2 - Feelings
TUESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:30

Ice Breaker

Circle Clap

TIME PURPOSE
9:00
Sign-In
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Best/Worst/Quote
“Be silly. Be honest.
Be kind.”

FOCUS
Check-in
Homework check
Overview of the day
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10:00

11:30
12:00
1:00

Experiential
Activity &
Processing
Lunch
Expressive
Time
Experiential
Activity &
Processing

2:00
2:15

Snack
Journaling

2:45

Cool-Down

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing
Lunch
Expressive
Time

11:30
12:00

1:00

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

Moon Ball

Ball
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Problem-solving

Ah So Ko
Masks (Emotion)

Art Supplies, Mask Cut
Outs

Impulse/Impulse II

Trust exercises

Number Cards
(Separate then
Whole Group)

Index Cards/Marker

Quote prompted
journaling

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 2 - Feelings
WEDNESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle
Yurt Circle
Quality Call

Buff

Best/Worst/Quote
“Difficult roads often
lead to beautiful
destinations.”

FOCUS
Check-in
Homework check
Overview of the day
Problem-solving

Tough Buff
Yoga - Moana
Mindfulness
Activity - Grounding
Exercise
Blind Polygon
Rope

Trust exercises

One Duck
Quote prompted
journaling

Best/Worst/Review
Homework
Daily Point Sheets

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Quote
“Why fit in when you
were born to stand
out?”
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TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30

Ice Breaker

10:00

2:00
2:15

Experiential
Activity &
Processing
Lunch
Expressive
Time
Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

11:30
12:00
1:00

WEEK 2 - Feelings
THURSDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle
Run! Shout! Knock
Yourself Out!
Human Knot
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FOCUS
Check-in
Homework check
Overview of the day

Problem-solving

Everybody Up
Improv Skits

Popsicle sticks

Trust Leans
Wind in the Willows
Levitation
Quote prompted
journaling

Trust exercises

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Quote
“Mistakes are proof
you are trying.”

Best/Worst/Review
Homework
Daily Point Sheets

9:10

Warm-up

WEEK 3 - Self-Esteem
TUESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:30

Ice Breaker

Just the facts please

10:00

Experiential
Activity &
Processing
Lunch
Expressive
Time

The Balance Broom

Broom

Amoeba

Rope, timer

Self-Esteem Portraits

Experiential
Activity &
Processing
Snack

Spider’s Web

Card stock, black
Building self-esteem
markers, watercolor
paints
Hula hoops, rope, tape Trust exercises

TIME PURPOSE
9:00
Sign-In

11:30
12:00

1:00

2:00

FOCUS
Check-in
Homework check
Overview of the day
Learning to change
negative talk
Problem-solving
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2:15

Journaling

Quote prompted
journaling

2:45

Cool-Down

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 3 - Self-Esteem
WEDNESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing
Lunch
Expressive
Time

11:30
12:00

1:00

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

Two truths one lie
Hoop Me Rhonda

Quote Jar, Journals,
Pens/Pencils

Hula hoops

Best/Worse/Quote
“Your attitude
determines your
direction.”

FOCUS
Check-in
Homework check
Overview of the day
Problem-solving

The Clock
Yoga - Trolls
Mindfulness Activity Coloring
Pairs Compass Walk

Coloring pages,
markers, crayons
Trust exercises

Group Compass Walk

9:10

Warm-up

Quote prompted
Quote Jar, Journals,
journaling
Pens/Pencils
Best/Worst/Review
Homework
Daily Point Sheets
WEEK 3 - Self-Esteem
THURSDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:30

Ice Breaker

Take Time to Find Out

10:00

Experiential
Activity &
Processing

Passing Gas

TIME PURPOSE
9:00
Sign-In
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Gas Attack

Balloons
Timer

Best/Worse/Quote
“Kindness is power.”

FOCUS
Check-in
Homework check
Overview of the day
Active questioning,
active listening skills,
effective
communication skill
building
Problem-solving
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11:30
12:00

2:00
2:15

Lunch
Expressive
Time
Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

1:00

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing
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Improv Skits

Popsicle sticks

Balloon Stack

Balloons, tape

Trust exercises

Quote Jar, Journals,
Pens/Pencils

Best/Worse/Quote
“Be somebody who
makes everybody feel
like a somebody.”

King Frog
Quote prompted
journaling

Best/Worst/Review
Homework
Daily Point Sheets

WEEK 4 - Friendship
TUESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

FOCUS
Check-in

Cookie Challenge
Touch and Go
(Whole group)

Problem-solving

Oreo Cookies
Coin, teddy bear or
other object

Homework check
Overview of the day

Circle Slap
11:30
12:00

Lunch
Expressive
Time

1:00

Hit the Mark

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

TIME

PURPOSE

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 4 - Friendship
WEDNESDAY
ACTIVITY
MATERIAL

Friendship Rocks

Spray paint, Sharpie
paint pens Rocks,
Spray clear sealant
Hula hoops

Trust exercises

Lap Circle
Quote prompted
journaling

Quote Jar, Journals,
Pens/Pencils

Best/Worse/Quote
“Everyone’s a STAR
that deserves to
TWINKLE.”

FOCUS
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9:00

Sign-In

Emojis

9:10

Warm-up

Opening circle

9:30

Ice Breaker

10:00

Experiential
Activity &
Processing
Lunch
Expressive
Time

What’s Bugging
Me?
The Helium Stick

Newspapers, tape

Flashback

Fleece balls

Yoga - Frozen
Mindfulness
Activity - Mantras
The Hundreds Game

Dice, paper, pencil

11:30
12:00

1:00

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing
Lunch
Expressive
Time
Experiential
Activity &
Processing

11:30
12:00
1:00

2:00
2:15

Snack
Journaling

2:45

Cool-Down

Laminated
Emojis/Points Board
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Check-in
Homework check
Overview of the day
Emotional intelligence
Problem-solving

Monopod
Quote prompted
Quote Jar, Journals,
journaling
Pens/Pencils
Best/Worst/Review
Homework
Daily Point Sheets
WEEK 4 - Friendship
THURSDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle
Tongue Twisters
Thumbo

FOCUS
Check-in
Homework check
Overview of the day
Problem-solving

Two-Lip Traverse

Rubberbands

Improv Skits

Popsicle sticks

Don’t Make Me
Laugh

Trust exercises

The Rock

Rock

Quote prompted
journaling

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Review
Homework

Best/Worse/Quote
“Forgive and let go

Best/Worse/Quote
“The only way to have
a friend is to be one.”
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Daily Point Sheets

TIME PURPOSE
9:00
Sign-In

WEEK 5 - Leadership
TUESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:10

Warm-up

9:30

Ice Breaker

“What If” and Your
Imagination

10:00

Experiential
Activity &
Processing
Lunch
Expressive
Time

WHAT???

Trolleys

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

Socks, cardboard (cut
into circles), hot glue
gun and glue sticks, felt,
pom pom balls, googly
eyes, yarn, felt, scissors,
pipe cleaners, buttons,
ribbon
Trolleys

Quote prompted
journaling

Quote Jar, Journals,
Pens/Pencils

2:45

Cool-Down

11:30
12:00

1:00

Homework check
Overview of the day
Learn different ways to Problem solving,
interpret and apply basic decision making,
facts.
creative thinking
skills.
Squirt Gun
Problem-solving

Follow the Leader
Sock puppets craft

9:10

Warm-up

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 5 - Leadership
WEDNESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing

What Do We Know? Paper/Pen or Pencil
Calculator
20 pieces of paper
numbered 1-20, large
rope, timer

TIME PURPOSE
9:00
Sign-In

FOCUS
Check-in

Best/Worse/Quote
“Be the change you
want to see in the
world.”

FOCUS
Check-in
Homework check
Overview of the day
Learning about self.
Problem-solving
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Win/Win or What?
11:30
12:00

Lunch
Expressive
Time

1:00

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30

Ice Breaker

10:00

2:00
2:15

Experiential
Activity &
Processing
Lunch
Expressive
Time
Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

11:30
12:00
1:00

TIME

PURPOSE

Rope

Yoga - Star Wars
(The Force
Awakens)
Mindfulness
Activity - Mindful
Minute
Sherpa Walk

Quote prompted
journaling

Trust exercises

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 5 - Leadership
THURSDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle
Don't Be a Lame
Brain
Pasta Permanente
About Now
Sock puppet show
Don’t Touch Me
(Separate then
Whole Group)
Quote prompted
journaling
Best/Worst/Review
Homework
Daily Point Sheets
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Marshmallows,
Fettuccine noodles
Timer

Best/Worse/Quote
“We rise by lifting
others.”

FOCUS
Check-in
Homework check
Overview of the day
Fun with both
left/right brain.
Problem-solving

sock puppets from
Tuesday, area for show
Timer

Quote Jar, Journals,
Pens/Pencils

WEEK 6 - Celebration of Success
TUESDAY
ACTIVITY
MATERIAL

Best/Worse/Quote
“Believe in yourself.”

FOCUS
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9:00

Sign-In

Emojis

9:10

Warm-up

Opening circle

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing

Decide on a Face
Wrapped Surprise

Laminated
Emojis/Points Board

2 oven mitts, 1
big/weird hat, apron,
pair of dice, candy bars,
newspaper, masking
tape
Paper, tape or rope, tape
measure, timer

Canvas painting

canvas, Tempera paints,
brushes, water cups,
paint holders, paper
towels

11:30
12:00

Lunch
Expressive
Time

1:00

Celebration of
Excellence

2:00
2:15

Experiential
Activity &
Processing
Snack
Journaling

2:45

Cool-Down

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 6 - Celebration of Success
WEDNESDAY
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30
10:00

Ice Breaker
Experiential
Activity &
Processing

11:30
12:00

Lunch
Expressive
Time

1:00

Experiential

4 Sheets to the Wind
The Great Egg Drop
(Whole Group)

Yoga - Harry Potter
Mindfulness
Activity - Mindful
Bingo
Half Pipe Games

Check-in
Homework check
Overview of the day

Paper Tricks

Quote prompted
journaling
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Problem-solving

Paint their success

Trust exercises

Quote Jar, Journals,
Pens/Pencils

Paper
raw eggs, masking tape,
box of plastic drinking
straws, plastic garbage
bag

PCV pipes cut in half,

Best/Worse/Quote
“Be the kind of leader
you would follow.”

FOCUS
Check-in
Homework check
Overview of the day
Problem-solving

Trust exercises
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2:00
2:15

Activity &
Processing
Snack
Journaling

2:45

Cool-Down

TIME PURPOSE
9:00
Sign-In
9:10

Warm-up

9:30

2:00

Experiential
Activity &
Processing
Lunch
Experiential
Activity &
Processing
Snack

2:45

Cool-Down

11:00
12:00
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marbles, container

Quote prompted
journaling

Quote Jar, Journals,
Pens/Pencils

Best/Worst/Review
Homework
Daily Point Sheets
WEEK 6 - Celebration of Success
THURSDAY
Vedauwoo Trip
ACTIVITY
MATERIAL
Emojis
Laminated
Emojis/Points Board
Opening circle

Best/Worse/Quote
“If you can Dream it,
you can Do it.”

FOCUS
Check-in

Travel to Vedauwoo

Homework check
Overview of the day
Problem-solving

Hike Turtle Rock

Trust exercises

Travel back to
Cheyenne
Best/Worst/Review
Homework
Daily Point Sheets

SUMMER THERAPEUTIC PROGRAM FOR CHILDREN

31

Appendix B
Summer Treatment Adventure Recreation (STAR) Program
Activity Descriptions

WEEK 1

PEER RELATIONS

TUESDAY

Emojis
Every morning, each participant will choose a laminated emoji to attach to their names on the
Board. This will indicate which type of mood they are in, which they will share in circle warm
up. Participants are able to change their emojis during the day if their moods significantly
change and would like to talk about it with someone.
Warm-up
This daily time will be used to go over homework for the day before, review the day’s activities,
and discuss emojis. The very first warm-up the whole group will review the STAR program,
reviewing FUNN, Challenge by Choice, Full Value Contract, and Play Trust Learn. Then the
buffs will be introduced. Each team will get a separate buff color to indicate their team. Explain
to the group each team will need to think about and come up with a team name by the end of the
week. During Thursday’s Experiential Time, each team will identify their team name and
decorate their team banner.
FUNN
An acronym for Functional Understanding Not Necessary, suggesting fun for its own sake is
okay.
Challenge by Choice
Giving people a choice to determine their own level of participation.
Full Value Contract
A powerful cultural framework helping groups to guide their work, manage their behaviors and
play together more safely and effectively. The contract reminds group members they are fully
valued, and also helps the group agree to find positive value in the efforts of its members.
(These are Project Adventure definitions taken from No Props. Project Adventure has given the
STAR Program permission to use their terminology and adventure premises as long we as credit
is appropriately given.)
M&Ms
Items Needed:
Big bag of M&Ms
Have everyone get into a circle. Pass around the bag of M&Ms having each person grab as
many or as few M&Ms as they want (within reason). Once the bag has gone around, instruct
each person to say 1 thing about themselves for as many M&MS as they have. (Depending on
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time, may have to limit the number of items shared depending on how many M&Ms were
chosen).
Processing What? So What? Now What?
After each experiential activity, processing and debriefing will occur. Each debrief session will
be different because it will depend on the experiences within the group and the activity. Be sure
to talk about what happened and who experienced what, the reflecting on those experiences, and
then planning ahead to incorporate what was learning in future scenarios.
Warp Speed
Items Needed:
Tennis ball or fleece ball
Have your group get into a circle. Whoever has the ball will state their name and then throw the
ball to someone else. The person who catches the ball says their name and then throws to
someone new. This continues until each person in the circle has thrown and caught the ball 1
time. It’s important everyone remembers who they threw the ball to and who they received it
from. To help facilitate the process, ask each person who has not received the ball to hold both
hands up in a receiving positing.
Have the group practice throwing the ball saying their names for one round. Do another round,
or few, with the person throwing the ball saying the name of the person they are throwing to.
Do another round, or few, in the reverse order. To take the fun up a notch, you can time the
group one time, have the group discuss to see if there are different techniques to try to improve
their time, and then try again.
(Adapted from Cowstails and Cobras II, p 83)
Cacophony
Arrange your group into a square holding hands, including the facilitators. You start the action
by making a distinctive sound (whistle, clucking, whoop, Braaaap, etc.) and continue the same
sound. After a couple of seconds, squeeze the hand of the person to your left. When the person
feels the squeeze, the begin producing their unique sound, then after another couple of seconds,
the next squeeze-and-sound is passed along.
Soon the entire group will be producing a continuous cacophonic chorus unlike anything you’ve
ever heard. After a while, turn the volume down by initiating the squeeze for another round, at
the same time cutting off your auditory contribution. As each person gets the squeeze, they also
reduce their personal volume to zero. (Think of it like an sound wave, i.e. like the WAVE at a
football stadium).
This activity is silly, requires cooperation, and alerts participants anything is possible.
(Taken from FUNN ‘N GAMES, p 6)

Decorate Buffs
Items needed:
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Buffs
Markers
Paints
Have each participant decorate their buff. Explain their buffs are their own each day, but will be
turned in each afternoon. At the end of the STAR Program, they will get to keep their buffs.
Their buff colors will help identify which Team they are on as well as be used for various
activities throughout the program. Participants should decorate their buff however they would
like with their name, picture, words, colors; whatever they would like.
Whisper
Have the group get into a line with the first person facing forward and the rest turned backwards.
The facilitator will whisper into the first person’s ear a silly sentence only one time. That person
will then whisper the sentence, or what they think is the sentence, into the next person’s ear. The
sentence will to be whispered through to the end of the line with the last person shouting what
they think the sentence is. Silliness will ensure because more than likely the sentence will
become different. A good discussion about gossip can ensue based on the activity and how it
was changed.
Variations: Switch up the line sequence so everyone can have a turn at the beginning and end of
the line. Have participants come up with the silly sentences to begin the whisper sequence.
Switcheroo
(Similar to Have I Ever) Have the group get into a circle and place 1 person in the center. The
center person will frame a question beginning with, “Switcheroo if you…,” and finish the
sentence revealing something about themselves. For those who can answer YES, they must
move to another position within the circle. One person will be left without a position around the
circle and will then find themselves saying the next Switcheroo. (If no, they don’t have to
move). A player can obviously answer yes or no to whatever question they want, and therein lie
the attractiveness (empowerment), of the game.
Positioning in the circle might be problematic if the moving players have no way to tell where an
open position is located. Establish a way to tell where each position is (leaving a buff or some
other item behind each position thereby identifying it.
Suggestions: Switchroo if you…
● were born before…(choose a date)
● are a vegetarian.
● are wearing socks
● like broccoli
● like to play sports
● have a little sister
● have a sibling
● like to eat
● etc.
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Be aware you may have to control the questions if they become too intimate, incisive, or
embarrassing. To minimize censorship, simply “arrange” for yourself to end up in the center,
then ask some fun or silly questions to conclude.
(Taken from FUNN ‘N GAMES, pg 25)
Quote Prompted Journaling
Items Needed:
Journals
Pens
Pencils
Markers
Each afternoon participants will be asked to do journaling. They should write about the best and
worst part of their days (high/low point). There will also be a quote given to them to help them
write in their journals. In addition to writing, individuals may also draw in their journals as well
as decorate their journals (assuming it is appropriate). Facilitators are allowed to read the
journals. Journals will go home with the participants at the end of the program.
Cool-Down
Each time will circle back up to review their days. This time will be used to review highs/lows
identified in their journals, daily points will be reviewed and prizes awarded, and homework
given to participants.

WEEK 1

PEER RELATIONS

WEDNESDAY

Same but Different
The object of this activity is to show the participants we all have similarities and differences, and
to show diversity. The facilitator will start out by asking the group to form themselves into
groups depending on different aspects of their life (where they go to school, hair color, height,
birth months, etc.). As the kids get the hang of it, the facilitator can ask them to shout out
different grouping aspects so they have buy-in as well. As they move from the different groups,
they realize things they have in common as well as differences, and each person is unique.
(Taken from Quick Silver pg 77)
First Names Only
Items needed:
Butcher paper
Markers
Another way to learn each group participant’s name. Ask someone in your group who has a
comparatively long first name to print their name on the paper (white board, or whatever is being
used). Then someone else can volunteer to be next, using one of the letters in that person’s name
as one of the letters in their name. Soon, the arrangement of the names begins to look like a
scrabble game or crossword puzzle.
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When completed, the name of each individual in the group is displayed and interconnected.
Leave the names displayed for a period of time so the students can take pride in their role as a
member of the team and for inherent joy of just seeing their name interconnected with others.
(Taken from FUNN ‘N GAMES, pg 123)
Quick Shuffle
Divide your group up into two smaller groups with one having a larger majority than the other
(ex. 7 and 3). Ask the larger group to stand in a line, side-by-side, in front of the smaller group.
Have the smaller group look at the larger group for about 10 or so seconds. Now, instruct the
smaller group to close their eyes for 15 to 20 seconds, during which time the larger group will
totally shuffle their positions (without talking). No one leaves the line, each person simply moves
to a new spot within it.
The smaller group opens their eyes is tasked with the responsibility of re-shuffling the group
back to their original configuration. It is quite likely not even the larger group will recall their
original positions correctly, because they didn’t see what was coming either, as the facilitator
will not reveal too much during the pre-briefing for this activity.
Variations: Do the activity again with different people in each group. Allow the smaller group to
decide how they want to problem solve the shuffle. To make things more of a challenge, moving
only one person at a time, record how many moves it take for a line to be correctly reshuffled.
(Taken from No Props, pg 147)
Yoga
Research indicates yoga practice among kids has positive benefits including concentration, stress
alleviation, self-awareness, consciousness, self-regulation, behavioral and emotional maturity,
and self-confidence in everyday life. Each Wednesday, the whole group will participate in a
roughly 30 minute yoga session using the Cosmic Kids Yoga Adventure. The first one will be
Star Wars Cosmic Yoga found here: https://www.youtube.com/watch?v=BEPxPkQY6V8
Mindfulness Activity - Mind Jar
After weekly yoga, there will also be a mindfulness activity. Mindfulness can occur in a variety
of ways so the STAR program introduces a variety of different types of practice. Mindfulness is
the ability to observe your thoughts and feelings without judgement or criticism, which allows a
person to minimize negative thought patterns. If not addressed, negative thought patterns can
spiral out of control.
Items Needed:
Jars or bottles
Glitter
Water
Mindfulness is a big word for kids to fully understand. Making a mind jar can help explain how
our minds work. When a snow globe is shaken, everything inside gets all chaotic and crazy.
However, as the globe is set down, the contents slow down and settle at the bottom. This is
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similar to our minds. When our lives gets a little crazy and our emotions start to swirl, it’s hard
to concentrate. However, if we can focus and become more mindful, like in our breathing, our
emotions can settle. When we are in a calm state, we are able to make better choices.
Face Value
(Separate then Whole Group)
Divide your team into two groups and have each group line up behind you making a V-shape
with you as the end point. They should be facing away from you. Indicate the two people
closest to you in the V are to turn around on a signal (shoulder tap) and closely observe how you
are representing yourself - facial features, body position, gestures, ect. - then turn back to their
initial positions and signal to the person in front of them to about-face so the new pair (second
pair) can do their own observation of how the first pair have reproduced your initial presentation.
The two lines are essentially and sequentially passing along, morphologically and auditory,
whatever you initially instigate. Whatever you decide to initiate, make sure it’s super simple.
When the last pair have had a chance to “take a look,” they should turn toward the group and
demonstrate what they received as a representation of what you initiated. Then display to all
what you showed to the initial pair. Needless to say the results are often vastly different and
invariably humorous.
This is similar to the ‘whisper’ game played earlier but instead of words, it’s using facial and
body expressions. This can be done by each team, and then can be done with the whole group.
You could intermix the teams or have the teams compete to see what they come up with.
(Taken from FUNN ‘N GAMES, pg 7)
Three Things in Common
Have the group get into pairs and ask them to discover three things they have in common. Allow
3-5 minutes for the sharing, or more if good conversation is being had. Bring the pairs back
together and ask individual pairs to share what they had in common. Encourage both people to
share their commonalities. Some of the discoveries can be very funny and/or revealing.
Discourage romancing negative situations or actions. If a pair chooses not to share, its ok, the
important part was their conversation, not having to reveal what they discovered about one
another.
(Taken from FUNN ‘N GAMES, pg 145)
WEEK 1

PEER RELATIONS

THURSDAY

Three Things in Common
The objective of this ice breaker is to have the groups continue getting to know one another.
They can do this by opening up with others about what makes them who they are and finding if
others do the same.
Split the group up into pairs or groups of threes. Have them start discussing things about
themselves to determine three things they all have in common. After groups have found 3 things
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they share in common, have them share with the group. Repeat the activity with different groups
of 2 or 3 for as long as time allows.
Mute Line-Up
Mute line-up is a game for the team to communicate non-verbally to locate their spot in a straight
line, formed in accordance with a set criteria. Instruct your group from this moment, they are all
on mute (no verbal communication whatsoever). Then explain you want them all to form into
one straight line according to some criteria (i.e., by height, date of birth, shoe size, etc.).
Be firm about not allowing talking, restate the problem, and continue to remind the group not to
talk. Another hint: beware in your briefing of the problem not to inadvertently indicate where
the start and finish of the line is (by pointing to it) as you describe the problem. This should
remain part of the problem the group needs to solve.
After some stumbling, ideas will begin to emerge and progress will slowly be made. Clapping,
stomping, drawing pictures in the air are all legitimate forms of non-verbal communication.
Offer encouragement at times when it seems people are getting frustrated.
When the whole group is looking at you, the task is probably complete. Ask the group to whip
down the line to evaluate the sequence, then allow for a couple of minutes for the explosion of
conversation predictably occurring as a result of pent-up who-did-this and you-did-thats. Be
prepared to discuss issues of effective communication, leadership and problem-solving.
Continue to do this for as many variations as you would like. Another variation is to ask the
group to wear blindfolds (buffs) during their line up sequence (still not able to talk).
(Taken from No Props, pg 145).
TP Shuffle
Items needed:
Elevated board or log
To continue this type of group exercise and up the ante a little have the group try the next
variation on an elevated board or log. Have the group get up on the board and instruct them to
change ends on the pole without touching the ground.
Divide the group in half facing each other on the log. They can use any manner to switch ends
as long as they don’t fall off or touch the ground. Time the group’s attempt in order to establish
a record the same group can attempt to best during a second or even a third try. Assign a 15second penalty each time someone touches the ground and add this penalty total to the final
clock time.
Variations: Have the group line-up shortest to tallest or youngest to oldest.
(Adapted from Cowstails and Cobras II, pg 112)
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Team Banner Painting
Items Needed:
Top Sheet
Paints
Markers
Sponges
Paint Squirt Bottles?
Throughout the first week, each team should be discussing what their team name should be with
their names being revealed on Friday. Teams will paint/decorate their team banners with their
team name on them during expressive time on Friday. These banners will be displayed proudly
throughout the summer program.
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FEELINGS
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TUESDAY

Circle Clap
This activity tries to get the group to create the sound of two hands clapping. To get started, get
into a circle and ask someone to clap their hands once to set off a chain reaction of single claps
which pass from person to person all the way around the group. Each clap should follow
immediately after the clap before it at time-warp speed. Do it several times, time each attempt,
and see if the group can break a nominal world record.
Next, suggest to your group the impulse is now going to sip around the group so fast, it will seem
as if only one clap was accomplished by the whole group at the same time. Indeed, that is exactly
what the group will be aiming to achieve - one solitary clapping sensation. However, no one is
permitted to clap their own hands together, i.e. they must fashion a clap with another person’s
hand. As you can imagine, this will take a little imagination, but the problem-solving normally
occurs quickly.
If you feel particularly helpful, you could suggest a starting point. For example, standing in a
circle, everyone places their left palm facing up towards their left neighbor, and places their right
palm facing down directly above the left palm of their right neighbor. It’s all just a matter of
timing then. However, if you would prefer your group to design the mechanics of the clap on
their own (highly recommended, as there are many successful designs), go for it!
The group will ready itself, and then on the count of “1, 2, 3,” one huge collective clap will burst
forth.
Variations: shoot for two single claps in a row, or have each member create one simultaneous
clapping sensation by using their own hands.
(Taken from No Props, pg 155)
Moon Ball
Items Needed:
Beach Ball
The objective of the game is to have your group, who is scattered in an area, hit a beach ball aloft
as many times as possible before the ball strikes the ground. Depending upon the group, set a
goal of 30-100 hits to add incentive. The tension and expectation builds as each “world record”
is approached.
A couple of rules: 1. A player cannot hit the ball two times in a row. 2. Count one point for each
hit and two points for a kick.
Variations: See how many times the group can hit the ball in sequence through all the players
without: 1. letting the ball hit the ground or 2. missing a sequenced player. Alternatively, see
how fast the ball can travel from player to player in sequence. If the ball touches the ground,
assign a time penalty - say 5 seconds. The ball must be hit, not just simply passed.
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Or, set up a regular game of Moon Ball and record the most number of ball strikes (hands only)
during a 1-minute limit. Only count those hits not preceded by a ground bounce. The ball must
touch each player sequentially. Allow the group to arrange themselves in whatever position they
decide is best to achieve the greatest number of hits.
(Taken from FUNN ‘N GAMES, pg 60).
Ah So Ko
Sit with your group in a circle, so everyone can see everyone else with ease. To set the scene, ask
everyone to follow your lead and practice a few karate chops with their hands in the air. Then
explain one person will always start the game by placing one of their hands, palm facing toward
the floor, directly below their chin, just short of their neck. Doing this in a kind of rhythmic,
rapid motion, the person will utter an “Ah.” Do it a few times, and invite everyone to practice it
with you - the louder and more forceful the better.
Then, the person to whom the first player pointed at with their fingers (i.e., if the used their right
hand to create “Ah,” they will be pointing to their left neighbor) will add a guttural “So,” and
strike one of their hands, palm facing down, directly above their eyes (salute fashion). Again,
practice this move with your group, and ask people to note where they and their neighbors are
pointing with the tips of the fingers.
The third and final gesture is assumed by the person to whom the second person pointed, who
will extend their arm out in front of them pointing with their full open hand (held vertically) to
anyone else in the circle. As they point, they will also look directly into the eyes of this person
and call out a “Ko.” The person to whom the third person points will start the whole sequence off
again, by engaging in and “Ah.”
“Ah” person always “points” to someone else who is responsible for delivering a “So,” who
points to someone else who then assumes the position of “Ko” who actually points to anyone
else in the circle.
Rules: The game always starts with “Ah,” and will always follow the sequence of “Ah, So, Ko.”
When the group is aware one of their members has made an error, there is a brief interruption to
the game. Everyone is invited to place their clenched fists into the center of the circle, poke their
thumb up, look directly at the person who made the mistake, and as they throw their clenched
hand behind their back, call out loudly, “You’re outta the game!”
Two things happen when someone is outta the game. One, they remove themselves from the
circle, and the circle rejoins and the game starts from “Ah” within three seconds by the person to
the left of the one who is out. Two, the player who is out, really isn’t out - they actually have a
very important job. They are now the hecklers and do (almost) anything to put other people off
their game, so they too may make a mistake. Two things hecklers cannot do is touch another
person or obstruct the view of any players. All other heckling is allowed.
It can take a few practice rounds but people get the hang of it really quickly, and will be eager to
start.
(Taken from No Props, pg 191)
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Masks (Emotion)
Items Needed:
Mask Cut Outs
Paints
Brushes
Markers
Glitter
Each participant will decorate a mask choosing an emotion.
Impulse/Impulse II
Instruct your group to get into a circle and to hold hands with their arms neither extended nor too
loose. Put yourself somewhere in the group while explaining how a wave impulse can be
transmitted along a flexible connector (rope, wire, spring). Actually begin an impulse within the
circle by moderately whipping the person’s arm to either your right or left. If the proper arm
tension has been reached by the group, and with a little subconscious help, the impulse will
travel from person to person and finally back to the initiator.
Variation: You can start two impulses by doing both arms. The interesting result is trying to let
both impulses pass through one person somewhere in the circle and the end at the initiator. Or try
transmitting one or more impulses with all eyes closed except the facilitator. Observe and
describe the effect this technique has on speed and accuracy.
Moving on to another variation, Impulse II, continue standing in a circle holding hands. Have
the group try to send a hand squeeze impulse around the circle as fast as possible - a timed event.
Variations: Try doing this with closed eyes and compare the times.
Have the initiator start an impulse with both hands and see if the impulses can cross and
continue. See if cheating is necessary to make this happen. See if anyone cares.
Try other impulses like clapping, finger snapping, sticking your tongue out, etc.
(Taken from FUNN ‘N GAMES, pg 69)
Number Cards
(Separate, then Whole Group)
Items Needed:
Index cards cut in half with numbers on them (1-24). Numbers should be make with yellow
highlighter to make it hard to distinguish from afar.
Pass out the cards to your group, one per player with the numbers facing down so they cannot
see them. If you have cards left over, don’t hand them out. Have all the players exchange cards,
then exchange again a couple more times, all without looking at the numbers.
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The object of the game is to physically line up in sequence from 1-24 (or whatever highest
number was passed out). This is a timed event! On the count of three, everyone can look at their
cards and get in line!
Encourage the group to discuss their performance between attempts and share ideas toward
making their attempts more efficient. You can allow the group unlimited attempts at this task to
best their time.
(Taken from FUNN ‘N GAMES, pg 109)
WEEK 2

FEELINGS

WEDNESDAY

Yurt Circle
(Whole, then separate)
Have the group get into a circle, join hands, and expand their people circle outward until
everyone feels some pull on their arms from the people on either side. Starting with any person,
ask the group to count off by one and twos (i.e. i-1-2-1-2-1-2…) (Need to have an even number
so facilitator will either need to join or step out to ensure this happens).
Encouraging the group to move slowly and deliberately, ask all the #1s to lean in toward the
center of the circle and all the #2s to lean out (without bending at the waist).
Each person should have their feet placed at about shoulder width and in line with the
circumference of the circle.
If the group cooperates with one another, each person can exert quite a strong pull on their
supporting partners and accomplish a remarkable forward or backward lean.
After some practice and increased proficiency, ask the #1s and #2s to try and reverse position
(backward to forward or vice versa) upon command. This is not easy to do and will require a
few attempts. The group may not succeed but it’ll be good for laughs and group building!
(Taken from Cowtails and Cobras II, pg 73)
Quality Call
Pair off the group and have them identify and share with each other one quality in themselves
they would like more of. Once partners have disclosed the quality for which they see a need to
improve, they are separated across a large area. Everyone is then asked to put on the blindfolds
and tasked with finding their respective partner by calling out that quality of which their partner
wanted more.
Starting at an announced time, campers move across the field listening for their quality being
announced while announcing their partner’s. Qualities such as patience, strength, confidence,
trust, joy, all find their way onto the field and create an atmosphere of commitment to personal
improvement. These are qualities also identified to facilitators to assist through the remaining
STAR program.
(Taken from Cowtails and Cobras II, pg 181)
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Tough Buff
The objective of this game is for the first person in line to grab the buff from the back pocket of
the last person in line. Have the group get into a line and ask the last person in line to put their
buff in their back pocket or waistband. The players are connected by holding onto one another’s
waist. Once the person in front has grabbed the buff, have the last person in line now become
the first and allow everyone a change at each positioning in line.
Some of the fun occurs because of the wax and wane of loyalties exhibited by the people
between #1 and the person with the buff. If #1 really wants to grab the buff and #2s sympathy
obviously extends toward buff encumbered people, the buff will stay exactly where it is, unless
#3 and perhaps 4 & 5 are #1 fans.
(Adapted from FUNN ‘N GAMES, pg 60)
Yoga
A Cosmic Kids Yoga Adventure: Moana
https://www.youtube.com/watch?v=5y3gCrL_XIM

Mindful Exercise - Grounding Exercise
This grounding exercise is helpful for calming or relaxing purposes. It focuses on deep breathing
while grounding yourself to the here and now. Ask the participants to think to themselves:
3 things they see. Breathe in and out slowly 3 times.
3 things you smell. Breathe in and out slowly 3 times.
3 things you hear. Breathe in and out slowly 3 times.
3 things you can feel/touch. Breathe in and out slowly 3 times.
Blind Polygon
Items Needed:
Rope
Objective 1: For a blindfolded group to find the rope before proceeding with Objective 2. After
blindfolding the group simply wad up the rope and set it 10’ or so away from the group.
Objective 2: for a blindfolded group, standing in a circle holding a rope, to form a square or
triangle configuration using the rope to establish the boundaries. No one may let the rope leave
their hands for more than 5 seconds at a time. The group must decide when they think the figure
is correct, at which point they may remove their blindfolds.
Keep facilitator comments to a minimum during the attempt. If a rope isn’t available, have the
group hold hands.
(Taken from Cowtails and Cobras II, pg 81)
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One Duck
The objective is for the group to sit in a circle with each person recites one part of a four-part
phrase which multiples each time it is completed, until the group has recited each part five times
in a row without a mistake. This activity needs a minimum of 8 people so facilitators may need
to jump in.
Have your group form a circle and as the participants to repeat the words “One duck - fell in - the
pond - kerplunk.” the punctuation is deliberate, and should be reflected in the way you recite the
verse the first time. It goes something like this “one duck” (pause) “fell in” (pause) “the pond”
(pause) “kerplunk.”
The group then needs to repeat this verse one person at a time in a clockwise direction saying
only one part at a time. For example, the first person will say “One duck,” and the person to the
left will then say “fell in,” and so on.
When you get to “kerplunk,” the verse is repeated again, but this time, each part of the stanza is
said twice. So, the next person (the fifth person) says “one duck,” followed by the next person
repeating, “one duck,” then passing to the next person who says “fell in,” and the next repeats
“fell in,’ etc. Keep going, until you get to the “kerplunk” and “kerplunk” parts.
Continue around the circle repeating three, then four, then more times. See how many times the
group can make it!
(Taken from No Props, pg 181)

WEEK 2

FEELINGS

THURSDAY

Run! Shout! Knock Yourself Out!
Have your group start off at one end of a long field. Indicate you would like each individual to
challenge themselves by simultaneously running and yelling as far and as loud as they can on
one lung full of air. When the yelling stops (air’s gone), their PR (personal record) is set. This
activity can be pursued one at a time, so each person has their “run in the sun,” or the entire
group can cacophonous their way down the field together.
Variations: You can have participants run in any direction they choose if you don’t want a
‘competition.’ See if any players want to try this activity as a pair. Taking off hand-in-hand, they
can either yell together or, attempt the run as a tag team.
(Taken from FUNN ‘N GAMES, pg 124)
Human Knot
Have your group form a tight circle with your group facing into the center. Ask each person to
extend one of their arms in front of them and grab the hand of another, preferably not of their
closest neighbor. Repeat this process with the other arm, but this time grabbing the hand of a
different person.
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It’s now the groups’ task to untangle themselves, but without ever letting go of their partners’
hands. It’s a tough gig, but typically once a few people start to wiggle themselves free of the
tangle, the knots become easier to unravel.
On some occasions, it may be physically impossible to untangle everyone. If this happens, the
group is entitled to apply a little “knot first aid” to their problem. The group can identify just one
linking of hands to be temporarily released and re-connected in a new position. (If necessary,
knot first aid can be rendered a second time.)
The activity is a natural for teaching perspective, patience and effective problem-solving
techniques. Upon completion, invite your group to reflect on how decisions were made, the
different roles people played and how conflicts were resolved.
(Taken from No Props, pg 165)
Everybody Up
The object of this activity is to start in pairs and increasing in number to eventually involve the
whole group, people attempt to raise themselves off the ground by leveraging the weight of their
partner(s). Have your group get into pairs, preferably seeking partners of approximately the
same size. Each person sits facing their partner, the balls of their feet touching, knees bent and
hands tightly grasped in front of them.
From this sitting position, each person will leverage the weight of their partner to pull themselves
into an upright standing position. A little give and take will be required, and possibly several
attempts to get it right. After a successful attempt, ask the partners to add another pair to their
number and embark on a four-person assault, and then another, and then another, and so on.
Something beginning as a simple cooperative stunt between two people soon becomes an
initiative problem for the entire group as the configuration becomes more and more illogical and
hilarious. If your group succeeds too quickly to raise itself, i.e., you're not quite ready to move
on, or you do not believe every idea was heard, suggest the exercise be completed again but
using a new technique.
Variation: Ask pairs to sit back to back, and try to stand as a pair. With each success, add another
twosome. Beware, locking arms in this position may dislocate shoulders and should be
approached with care.
(Taken from No Props, pg 157)

Improv Skits
Items Needed:
Popsicle sticks with skit ideas written on them
Popsicle sticks with all participants names written on them
Improv skits will allow the groups to step out of their comfort zone to act out different scenarios.
One person will draw a skit idea from the jar and read it aloud. The skit stick will indicate how
many individuals are needed to assist in the skit. The first person will draw the number of names
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indicated from the name jar and those individuals will participate in the improve skit. The group
will get a few minutes to chat about how they want to act it out. After a few minutes and a game
plan (of sorts), they will have 5-10 minutes to act out the scenario. If they are having troubles
getting start, they can ask the group as a whole for suggestions. If they are having troubles during
the skit, the facilitators can make suggestions. After each improv, discuss what happened, and
make sure to give praise for their acting. Descriptions of each skit idea can be found at the end.
Trust Leans
This is one of those activities to help focus your group on one set of skills (spotting), while
secretly developing another (trust and empathy). Although they probably won’t see it until
reflecting on what they did.
Safety commands: “Is my spotter ready?” / “Ready” / “I’m ready to fall.” / “Fall away.”
Start by giving a demonstration of the correct procedures, before separating your group into pairs
to try it out for themselves. As you are dealing with many fragile issues here, be very particular
and intentional, but not overly serious. This is meant to be fun, but it is possible for people to get
hurt - both physically and emotionally.
As for a volunteer - the faller - to stand with their back toward you, the designated spotter.
Explain they are about to lean backwards into your arms, so they should keep their body firm,
and try to pivot from their ankles as they lean. Also, advise them to cross their arms in front of
their chest to keep their arms and elbows out of harm’s way.
Assume the correct spotter’s position, call out the agreed safety commands, and then upon
hearing the final call of “Fall away,” the faller will lean slowly back into the arms of the spotter.
Ideally, the spotter should start with their hands on the back of the faller to build confidence and
to gauge for the first time the momentum and weight of the person they are supporting. Return
the faller to their original standing position, repeat the calls, and this time allow the faller to lean
back a little further, perhaps this time allowing for a little space between the faller’s back and the
spotter’s ready hands.
It is possible for the faller to lean a long way back, but the fall should only go as far as the faller
and/or spotter feel comfortable. Indeed, the process will continue until either the spotter or faller
chooses to stop. However, encourage people where possible to take a step beyond their comfort
zone, because this is where the learning really occurs. When ready, switch roles and repeat.
Variations: Start with three people, two spotters each facing a third person - the faller - in
between them. This time, the faller may lean backwards or forwards, and at any time, generally,
as the spotters support each lean, they return the faller to the center and this momentum causes
them to develop a rocking back-and-forth motion. Be sure to describe this as a gentle rocking
motion, and not a tennis match! The skills required to spot the front of the person are similar to
the back, but the forward spotter is advised to use the faller’s crossed arms to catch their lean to
avoid embarrassing hand placement issues.
(Taken from No Props, pg 140)
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Wind in the Willows
Ramping up the trust leans, the objective is for one person to stand in the middle of a circle of
“spotters,” who will then close his or her eyes (or put on the buff) and lean in all directions to be
passed gently back and forth among the group.
Have the group form a circle. Invite one person to stand directly in the center of the circle, with
their feet together and arms crossed on their chest. Upon calling the agreed safety commands, the
faller will close his or her eyes, and then lean slowly to one direction. Pivoting from the ankles,
the faller should try to keep fee stationary at all times.
It’s important to go slowly while gently passing and spotting the leaner. As the group gains
confidence and competence, you can allow for the circle to widen slightly to afford bigger leans
and falls. Let the rocking motion continue either until the faller has had enough, or about 30 to
60 seconds has elapsed. Be sure to check in with the faller at the end to hear what the experience
was like. Also, what did they observe, how easy was it to fully submit to the group, etc.
Allow other volunteers to take a turn being a leaner in the circle.
(Taken from No Props, pg 141)
Levitation
Continuing with this trust series, ask for one person to stand in the middle of a circle of people.
With their feet together, arms crossed on their chest, and keeping a stiff posture, this person will
join in the agreed safety commands (“Are my spotters ready?” / “Ready” / “I’m ready to fall.” /
“Fall away.”) and then close their eyes. On the final command, the rest of the group will work
together to lift this person off the ground. The group should lean the middle person backwards at
first, holding their feet in place. Then, bending their knees and not their backs, the spotters will
slip in under the faller’s legs and upper torso and lift together to haul their trusting colleague off
the ground.
For most occasions, lifting to shoulder height is more than enough. It will be accessible to all
members of your group, thereby permitting the most hands to be in contact. It’s good practice to
assign a dedicated person to look after the head and neck of the “elevated” - not only are they
critical anatomical bits, but are likely to flop around uncomfortably during the exercise if care is
not taken.
At this point, silently and gently start to initiate a rocking movement of the body traveling in the
direction of the head, and then to the toes and back to the head. Back and forth, back and forth,
maintain a soothing swaying sensation. After about 15 to 20 seconds, instruct your group to
sustain the rocking as long as possible, while bending their knees and bringing their now almost
comatose colleague to lie flat on the ground.
It is suggestions to ask the group to remain crouched on the ground until the person has regained
their composure and is ready to be assisted back onto their feet. Looking up at a large number of
people staring down at oneself can be unsettling for some people.
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Allow for as many people who want to volunteer to be levitated to participate and experience this
trusting experience.
Be prepared for all sorts of sharing, from the chilled-out-I-don’t-know-what-to-say to the totally
ecstatic. Also observe how many people felt they were being carried out of the area, rather than
rocked in place.
(Taken from No Props, pg 142)
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SELF-ESTEEM
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TUESDAY

Just the Facts Please
A newspaper article is a written report of an event told by the reporter as accurately as
possible. It differs from an editorial because there is no room for opinions, ideas, or
speculations. The news reporter must learn to write clearly, concisely, and above all,
factually. The successful reporter gathers the facts and then orders them in a manner to
present them to the reader as clearly as possible. Readers can test the reporter's "savvy" by
determining if the "five important Ws"-who, what, when, where, and why-are immediately
evident in the article.
(Taken from 180 Icebreakers pg 50)
The Balance Broom
Items Needed:
Broom or long stick
Have a participant hold a broom (or long stick - foam or otherwise) with the handle directly over
his/her head and look up at the very top of the broom. Ask the participant to turn around 15 times
and then put the broom down and step over it. While turning, the student must keep his/her eyes
open and fixed at the top of the broom which is held upright at arm’s length.
Most will fall before reaching 15 turns and the remainder will have trouble stepping over the
broom handle.
The value of the exercises lies mainly in two areas: 1. It is an exercise most people will have
trouble completing and thus they expose themselves to failure in view of their peers. This
potentially negative exposure lessens their normal sensitivity to failure because the activity is fun
and the group, engrossed in the enjoyment of the moment, is laughingly supportive of any effort,
no matter how inept. The exercise can be kept from degenerating into a negative experience by
the control the facilitator has on the event and the people involved. 2. Successful completion
does require concentration and a concerted effort. Dizziness can be controlled by most people.
Because participants become so disoriented as the result of playing tricks on their middle ear, it’s
important to assign at least 4 spotters (standing North, South, East, and West) to each spinner.
One of the spotters can act as a counter for the hapless broom wielder, and each spotter
recognizes their responsibility to prevent out-of-control trips to the turf. This care is extended
beyond the spinning action to the attempted step over the broom handle, as the whirling inner ear
fluid manifests itself an out-of-body disorientation. It’s hard to explain, but the spastic results are
predictable.
(Taken from Cowstails and Cobras II, pg 44)
Amoeba
Items Needed:
Rope
Timer
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Ask a group to stand close-in-a-cluster, as close as they can get without touching one another.
Encircle a rope on the ground around the group’s feet - the rope’s circumference outlines the
standing participants’ feet. Once the rope is in place, ask the group to step out of the circle.
Subsequently, on a timed basis, try to reestablish the in-circle positioning as quickly as possible
without touching one another.
Time the attempt utilizing someone to tell you when the far side of the circle has been completed
entered. Add five seconds for each corporal touch (honor system). Only count one touch for each
two people admitting contact.
Repeat 3-4 times to establish a group’s best effort, or let them continue until they feel satisfied
with their attempt.
Discussion: What is most important toward achieving an acceptable solution - efficiency,
planning, trial and error, not touching, just do it? What represents “an acceptable solution” to the
group? As the facilitator, how many times should you allow or encourage this problem to be
attempted?
(Taken from FUNN ‘N GAMES, pg 91)
Self-Esteem Portraits
Items Needed:
Drawn outline of a head profile on cardstock
Markers
Watercolor paints
Paint brushes
Open the activity by talking about self-esteem and how important it is to have a positive selfesteem. Sometimes it’s hard to have a positive self-esteem when everything and everyone seems
so much better/prettier/smarter/more athletic/more whatever. Everything starts with how you
view yourself, and it’s ok to also think positively of yourself! Discuss various qualities you have
seen in the group or you have in yourself. (Or however you want to frame/discuss it!)
Pass out the blank head profile papers to each participant. Explain they will write at least 10
positive affirmations about themselves, something they like about themselves, or something they
feel is special about themselves. Those 10 things will need to go inside the portrait. After
everyone has completed listing their personal affirmations, pass around the portraits to have
others write positive things about their team members on the outside of the portrait. Allow time
for the group to take in what others had to say about them because they can be amazed.
Spider’s Web
Items needed:
Hula hoops
Rope
Tape
Construct a spider’s web with different sized holes. This can be done with rope between trees, or
pre constructed with hula hoops and tape, or boards and rope.
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The objective is for the group to try and get through the web without touching any of the web
material. After a web opening is used by an individual, it is “closed” to further passage by
anyone else until all group members are safely through.
Rules:
If a participant touches a section of web during passage, only that person must return and start
again. If a helping person touches the web for any reason, that individual also must return and
start again. Once a web opening is used, it cannot be used again.
Two important leadership issues to remember are framing the experience and observing
behaviors which exemplify the theme this activity develops.
The initial framing of the experience is critical. Based on your presentation of the rules, the Web
becomes either a fairly simple activity or an exasperatingly difficult one. The key is in the
following two statements; 1. Once an individual successfully (nobody touches the web) gets
through the hole, that hole is closed and can or cannot be re-opened (your choice). 2. Once a hole
is chosen by an individual, it cannot be used by anyone else. This can or cannot part of the first
statement depends upon the range of consequences established for touching the web. Touches
can result in the following; only the person touching returns, all people in contact with the person
touching return, any touch means all people return. Deciding on these consequences is
determined by assessing your group and your web. The goals of the group and its stage of
developmental readiness, will help decide on the appropriate consequences.
Themes can emerge with possibilities such as organization and planning, group needs versus
individual needs, reinforcement of stereotypes regarding physical strength and gender.
Conflict can be generated during the activity, even if the group has been successful. Members
start identifying behaviors focusing on task completion without regard for needs or feelings of
group members. These observations open the door for discussions as to which is most important
in their group: a focus on the task or a focus on the members.
(Taken from Cowstails and Cobras II, pg 107)
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Two Truths One Lie
Take turns having participants stand up and list three things about themselves, two true and one
lie. Have the others guess which one is the lie.
Hoop Me Rhonda
Items Needed:
Hula Hoops
Have your teams divide up into groups of three. Designate one person as the “Hole,” another
person as the “Thrower” and the third person as the “Comptroller.” The object for the trio is to
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move a hula hoops from one point to another (say, 30 years away), while other groups of three
are trying to do the same with their own hoop and strategies.
Rules: The Hole person and the Thrower are blindfolded. The Comptroller remains sighed, but is
not allowed to touch the hoops, ever. The hoop must be thrown from Thrower to Hole, not
simply passed. The throwing distance is up to the players. A catch is designated as successful if
the hoop does not touch the ground after leaving the Thrower’s hands. The Hole person can
arrange their body in whatever configuration or position to increase their chance of keeping the
hoop off the ground. A missed throw must be returned to the Thrower for another try. The
Comptroller can assist with this process, but only verbally. All three players are allowed to
communicate freely.
Discussion topics: Talk about how techniques differed. Did the competition aspect detract from
the exercise?
What worked best; consistently trying a long throw, sticking with a predictable short toss, or
perhaps a combination of the two? Ask if any group started with one method and changed their
technique as the result of what they were experiencing en route.
How did the communication differ from group to group?
Would the groups like to try again? Would they like to try and figure out a way all the teams
could work together to establish a large group “World Record?”
(Taken from FUNN ‘N GAMES, pg 11)
The Clock
The objective is for a circled group holding hands attempts to complete a sequence of moves standing up, rotating a full 260 degrees one way and then the other and finally sitting back down
- as quickly as possible.
Have the group forma circle, sitting on the floor. Each person should be close enough to hold
hands with their neighbors. Hands held and sitting on the floor - this is called the “starting” and
“finishing” positions.
Explain to the group on the call of the signal, they are to stand up (holding hands at all times),
rotate a full 260 degrees in a circle back to their original positions, then change direction and
rotate back again to their original spots, and then stop and sit down together. Their goal is to
complete this routine in the fastest possible time.
Provide your group with at least two attempts to set a record, a and a third attempt if they choose,
with several minutes for planning and discussion purposes. Ensure people start and finish sitting
on the ground, maintain their grip at all times, and are sensitive to whipping their slower
colleague around the circle at “breakneck” speed.
This is an awesome activity for illustrating the power of teamwork, and in particular,
demonstrating a team is only as fast as its slowest member.
Yoga
A Cosmic Kids Yoga Adventure: Trolls
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https://www.youtube.com/watch?v=U9Q6FKF12Qs
Mindfulness Activity - Coloring
Items needed:
Self-esteem profiles from activity
Watercolor paints
Paint brushes
Coloring is a good mindful activity. Have kids paint their self-esteem profiles they added
positive affirmations to yesterday. They can color them however they would like but you can
also talk about how certain attributes could be represented with certain colors. (Happiness yellow. Strength - red. Success - blue. People - green.)
Pairs Compass Walk
Have the group divide up into pairs. To start, one person identifies a distant object from across
the space - a tree, a rock, a door, etc. - and announces the object to their partner. With their eyes
completely closed, or wearing a buff for a blindfold, they begin to move directly toward it. Their
aim is to walk “straight” to the object, in pursuit of the lofty ideals of accurate distance and
direction.
To ensure a safe arrival, the sighted partner follows the blinded silently from behind. They
cannot verbally or physically assist their partner, rather their role is to prevent them from
encountering any “unplanned” obstacles by stopping them just short of a collision, i.e. they are a
spotter.
This activity works best if the targets are at least 150 - 300 feet away. Instruct the “spotters” to
observe and note the tendency of their partners to veer either left or right, and to what extent. The
looks on people’s faces when they discover how far off they have come from their target is worth
bottling. Full circles are not uncommon.
Discussion: What helped and hindered the process of travelling to the target and the
consequential development of trust. A typical result - if your compass says to go one way, and
your gut feeling strongly suggests another, trust the compass!
(Taken from No Props, pg 120)
Group Compass Walk
Continuing the compass walk journey, this is a whole group “blind-leading-the-blind”
experience.
Identify an object about 150 - 300 feet away your group will walk towards. With the entire group
blindfolded (or eyes closed), the group is to walk directly to the nominated target and stop just
short of touching it.
The group gets just one attempt, and must remain in total physical contact with one another at all
times. They will have whatever planning time you choose to give them to prepared for the task
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(roughly 5-10 minutes) The group may also stop and start as often as they like once they have
begun their journey, communicating all the way, but without opening their eyes.
As facilitator, stroll quietly alongside the group as they walk doggedly toward their target. Alert
them to any harmful hazards along the way, stopping them short of any danger, but requesting
they continue to keep their eyes closed/blindfolded to manage the situation.
When the group decides they have arrived to their target or they are about to hit it, ask everyone
to release the contact they have with their group, and point in the direction they personally
believe the target is situation (i.e. suggestion not everyone will concur with the group’s sense of
direction. Then, open your eyes
This pointing of fingers is a moment of truth for the group. Invite everyone to look around, not
only for the target, but at the directions people are pointing toward. Questions like, “Why did so
many people think the target was somewhere else? Did the original plan work? Was there a
contingency?” should all spring to mind.
Continue discussion to include how they felt the group walk was different/harder/easier than the
pairs walk.
(Taken from No Props, pg 149)
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Take Time to Find Out
One way to get to know someone better is to ask interactive questions promoting a dialogue.
There are hundreds of questions and activities serving as catalysts for discovering what is special
about another human being. A person has to practice both active questioning and listening skills
if he/she is going to be an effective communicator.
Point to Ponder
How can you tell when someone is really interested in you? How can you tell when someone is
really listening to you? How can you tell when someone is really communicating with you?
Project to Pursue
Work with a small group of friends and try using one or more of these questions to engage one
another in a meaningful dialogue. Remember to practice your active listening skills in this
exercise.
1. If you could have a magical power, what would they be?
2. What kind of things really upset you?
3. If you could ride a flying carpet, where would you go?
4. If you could be one age for the rest of your life, what age would you like to be?
5. Do things happen on television and in the movies also happen in real life? How do you
know?
(Taken from 180 Icebreakers, pg.82)
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Passing Gas
Items needed:
Balloons
Timer
Have the group get into a circle, either sitting or standing, each person having an inflated
balloon. The challenge is to see how quickly and efficiently ALL the balloons can be passed
person-to-person around the circle. Once someone says go, each participating will pass their
balloon to the person on their right. That person will do the same, etc. all the way around the
circle. If you or the other person drops, or somehow loses control of a balloon, that balloon must
be retrieved and returned to the gas passing circular sequence. Since this attempt is being timed,
avoid dropping balloons.
Have extra balloons available in case one pops. Have one balloon be identifiable (different color
or marked with a marker) so you know when it’s gone all the way around the circle.
Variation: try going the opposite direction to see if it’s faster or slower.
(Taken from FUNN ‘N GAMES, pg 50)
Gas Attack
Items needed:
Balloons
The object of the humorously aggressive game is to use your balloon to attack other player’s
balloons in an attempt to strike their balloon to the ground (score for you).
Rules & Procedure
● To strike another player’s balloon to the ground you must hit their balloon with your
balloon.
● Holding your balloon to hit another player’s balloon is absolutely not allowed. You must
hit your balloon with such skill and determination to strike your opponent’s balloon
squarely, driving it toward the ground.
● If your balloon makes contact with the ground because of an errant hit on your part,
subtract one point from your score.
● After the start, no balloon can be held at any time.
● Hit with open hands only, no fists.
● No physical contact between players is allowed. Inadvertent bumps are inevitable but
beware of intentional aggressive players.
● Each successful scoring strike is usually accompanied by an aggressive shout of
“SCORE!”
● Each errant ground touch is punctuated with a loud declamation of “OH, NO!”
● You may not score twice in a row against an opponent.
● Set an agreed upon time for the action to take place. (~2 minutes per game with about 2-3
sessions).
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Be sure to have extra inflated balloons available for those because some will inadvertently pop.
Don’t mention winning or losing after the game is over and see what happens.
Variation: Try playing Team Gas Attack, with teams made up of people who share the same
color balloon. Could be completed as a whole group activity.
(Taken from FUNN ‘N GAMES, pg 67)
Balloon Stack
Items needed:
Balloons
Transparent or Masking Tape
Divide the group into two smaller groups (or try as one large group depending on the feel of the
group). The object is to build the tallest freestanding structure possible using just balloons and
tape.
A plethora of balloons should be blown up prior to this activity. Allow one roll of tape, unlimited
balloons, and roughly 30 minutes of planning/constructing time.
Process by discussing how the planning and organization went as well as how communication
occurred between members. After the debrief, allow the kids to go crazy and see who can pop
the most balloons the fastest!
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TUESDAY

Cookie Challenge
Items needed:
Oreo cookies
The object of the game is to get a cookie placed on your forehead into your mouth without
touching it. Give everyone an Oreo cookie and instruct them not to eat it. Tell them on the
count of three to put the cookie on their forehead and see who can get the cookie into their mouth
first without touching it. Variations: You can have them all standing, sitting, laying down, or
however they want to participate. Try more than one round to see if certain techniques start
working better.
Touch and Go
(Whole Group, then Separate)
Items needed:
Coin
Teddy bear or other object
Have each team get into two parallel columns, all facing the same way except the first two
players in each line. Those first two players are facing the facilitator.
The facilitator flips a large coin so the first two in line can clearly see the heads/tails result. A
pre-flip announcement of either heads or tails by the instructor causes the first two in line to
either react or sit motionless. If heads was the indication and did appear, the first two players
start off an impulse chain reaction by touching/slapping the person behind them. If tails appear
and either of the initiators reacts - hits the person behind them - a penalty occurs. (The first
person in line goes to the end.
If the hit is legally made, the touch-touch-touch...reaction moves rapidly down the line of people
(who are all sitting with their back to the first person in line. When the last person is touched,
he/she can go for (grab with gusto) the stuffed toy placed equidistant between the last two
players. The toy (teddy bear) is situated between and somewhat in front of the last two players
so they cannot peer over their shoulder to see when the touch is coming.
The player who grabs the bear first gets to walk to the beginning of the line and becomes player
#1. The current player #1 then becomes #2, etc., down the line. When all the players have
occupied the #1 position, that column wins the contest.
Variations: Do this as an entire group and see how each team is working together. Split/Mix up
the teams and see if this has any effect on the success of the groups. Do it again separately with
each team going against their own counterparts. To add more fun and silliness, place the toy at
the beginning of the line, instead of at the end, so when the last person in line is touched, they
have to get up and run to get the toy.
(Taken from FUNN ‘N GAMES, pg 32).
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Stargate Hoop
Items needed:
Hula hoops
Ask the group to get into a circle and place a hula hoop hand-to-hand between two of the arced
people (i.e. person - hula hoop - person). The object of this joint venture is to get the entire group
through the hoop as quickly and efficiently as possible, including the holders. Or, to perform the
same maneuver without touching the hoop; touches are recorded as penalties, whatever that
means. This can be a timed event to see if the group can discuss, come up with new ideas,
strategies, and techniques to better their group time.
(Taken from FUNN ‘N GAMES, pg 174)
Friendship Rocks
Items needed:
Spray paint
Sharpie paint pens
Rocks (smooth on at least one side)
Spray clear sealant
Prior to this activity, rocks should be spray painted and dried.
Kindness and friendship rocks! Have participants decorate their rocks by either writing
something positive on there, a quality they like seeing in a friend, or a picture that makes them
happy. You could have each participant do at least two rocks, one for themselves and one to
give away to a friend.
Hit the Mark
Items needed:
Hula hoops
The object of the game is for your team to get as many hoops around the mark as possible.
Divide your team into two groups and have one person in each group become “the mark.” Once
the game starts, have the other members of the team attempt to throw hoops around the mark
within a specific time limit. For each round, have the teams switch “the mark” so everyone has a
turn in each position. Be sure to allow for adequate discussion and planning in between each
round to encourage different techniques to improve their scores.
Rules:
● The hoop must encircle the “mark” and end up on the floor.
● The “mark” must remain in a foot-fixed position with their hands together over in a
hands-over-head dive position. If the hands separate, the catch is invalid.
● “Marks” are allowed to bend, swivel and arch their bodies to facilitate a catch.
● “Marks” are obliged to face away from the incomings hoops for safety.
● Be sure to have plenty of hoops available, at least 3-4 per “mark.”

58

SUMMER THERAPEUTIC PROGRAM FOR CHILDREN

59

Variations: Have the team work together with only one “mark” and see how many points they
are able to get.
(Taken from FUNN ‘N GAMES, pg 181)
Lap Circle
This simple exercised proves the power of cooperation and demonstrates a chain is only as
strong as its weakest link. Have your team get into a tight circle facing the back of another
person. Then ask each person to place their hands onto the shoulders of the person in front of
them. Make sure the circle is tight and round so there are no mishaps.
Once the group is set, ask everyone to slowly bend at the knees and gently sit down onto the lap
of the person behind them. Everyone is a sitter and a seat at the same time. When you have
achieved a perfect circle, it’s amazing how well supported the circle will feel. Throw your hands
in the air and celebrate!
Now for the next step. Moving one foot forward at a time - you may wish to chime in with a “1,
2, 3 left, 1, 2, 3 right” if you choose - the group attempts to rotate its members a full 360 degrees
around the circle.
Reflecting the true nature of a team, if just one person moves out of synch or moves slightly out
of the circle, the whole group will collapse like a deck of cards. This can serve as a powerful
example in your processing of the activity in relation to common goals, the impact of individual
contributions and taking risks.
Variations: Instruct your group to walk backwards, or to move laterally toward an object 15 feet
away. Change up the location of people in the circle and try it again to see if it makes any
different.
(Taken from No Props, pg 167)
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What’s Bugging Me?
Did you know most insects we call bugs are not really bugs at all according to the scientific
definition? Bed bugs, aphids, and pond skaters are among the small group of real bugs whose
scientific name is Hemiptera. These bugs all have sharp mouth parts designed to help them
pierce plants and skin to suck sap or blood into their mouths. Perhaps this is why the bug has
become a symbol of bothersome or destructive traits and the basis of such commonly used
expressions as “he or she bugs me,” “that really bugs me,” and other negative expressions.
Point to Ponder
After you have completed the project below, reexamine your list carefully. Is there something
you could do to “stamp out” each of the bugs?
Project to Pursue
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List things that “bug you” at home or at school, and list other things you feel strongly about.
Beside each item on your list, draw a “bug” to represent your feeling. Give each bug a name and
a short description. Try to make your work representative of the frustration you feel about this
situation.
(Taken from 180 Icebreakers, pg 90)
The Helium Stick
Items needed:
Newspapers
Tape
Roll four full sheets of newspaper together so the combination of the four creates a tube about
five feet long, and about ¾ inch in diameter. After rolling, use tape to hold the paper tube
together.
Ask four people to stand shoulder to shoulder on one side of the tube, (which you are holding at
about their waist height) and four others to stand on the other side of the tube. The two sets of
four people should be facing one another with tube between them.
Ask all eight people to bend both their arms at the elbow and point (thumb down) with their
index fingers at the tube. Place the tube on top of the eight extended fingers and explain to the
players all they have to do to successfully complete the problem is to lower the tube to the
ground without losing physical contact with the tube.
Rules:
● Thumbs or other fingers cannot be used, the tube simply rests on top of the group’s
extended index fingers.
● Index fingers must remain separated from one another.
● All fingers must remain in contact with the tube while it is being lowered. If a finger
loses contact, the tube must be brought back to waist height.
Variations: The more people who attempt this problem the harder it is. Try this activity first with
two people and then add more each round to see how much harder it is. Or rather try with the
hard, then have lesser people try to develop a system and communication, and then try with more
again. The longer the tube, the harder the problem as well. If they get it easily, add length to the
tube roll.
(Taken from FUNN ‘N GAMES, pg 110)

Flashback
Items needed:
Fleece balls
A variation of dodgeball so it appears. Create some boundaries for the game and allow your
players to roam wherever within those boundaries. Give each participant a ball.
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2 versions of the game: Players remain in the game as long as they do not get hit in the back. If
they are hit in the back, they are out and become refs. Or divide the team into two groups, half
starting as back-whackers and the other half as front-loaders. Back-walkers try to hit the frontloaders in the back with a ball causing them to change team affiliation. Front-loaders try to hit
the back-whackers on the front of the torso, causing them to change teams. No one is eliminated
and the game can continue with fun.
Rules:
A player may try to knock down or block the throw of an opponent only if the throw is against a
team member. No one may attempt to block a throw made at themselves, but rather they can
dodge and evade the throw. Head shots do not count and are forbidden.
(Taken from FUNN ‘N GAMES, pg 9)
Yoga
A Cosmic Kids Yoga Adventure: Frozen
https://www.youtube.com/watch?v=MEp9euhuu2E&list=PL8snGkhBF7njuEl8V642ZeFwcbVR
RPFLG&index=33
Mindfulness Activity - Let it Go “Mindful Mantra”
Mindful mantras are sayings we can repeat to help us to become more mindful. Lots of mantras
exist like, “I am thankful” to practice gratitude; “I am enough” to build self-esteem knowing you
are enough, you have enough, and you are doing enough and to accept yourself; “Exhale Stress,
Inhale Peace”; “Show up”; “Focus on the Present” and “Let it Go!”
Let it go really emphasizes there are things we cannot control, and we should let go of our anger
and frustration when things are out of our control. Have each person write down frustrations or
things out of their control on the balloon coloring sheet to signify they should let them go.
The Hundreds Game
Items needed:
Dice
Paper
Pencil
The object of the game is for a participant to write the numbers sequentially from 1 to 100 before
anyone else has achieved the goal.
Rules:
● Anyone in the group (sitting around a table or in a circle) throws the di to establish a
target number, say 2.
● Then establish a direction for throwing the di, say clockwise.
● Someone in the circle starts the game by throwing the di. If the number 2 comes up, that
person starts writing down numbers (1, 2, 3, 4, …) as fast as possible all the way to 100.
● As soon as that person begins writing numbers, the next person in the circle sequence
immediately rolls the di. If the number 2 comes up again, that person grabs the pencil and
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begins writing their own sequence of 1-100. If any other number than 2 appears, that
person continues to roll the dice until a 2 appears at which point they start writing while
the next person starts rolling. To encourage controlled di rolls, consider including a rule
for if the di leaves the table, then the di is then passed immediately to the next player
which will skip them for writing numbers.
● The first person to write the number 100 wins!
If the group is larger than 5, consider dividing the group into two groups.
(Taken from FUNN ‘N GAMES, pg 72)
Monopod
The objective is for a mono-squatted group to all achieve a standing position using only their
single leg and whatever aid they can provide to one another. Ask a group to arrange themselves
in a circle, grabs hands and all squat. From that joint squat position, everyone should extend one
leg forward and rest the foot of that leg on the ground, maintaining the now one-legged and
increasingly uncomfortable squat. Instruct them to try and stand up together.
Rules and considerations:
The initially extended leg cannot be used to assist the standing movement. That leg is there only
to provide balance (and comfort?) while the group tries to figure how to accomplish this hugely
physical task.
After an attempt, the group does not have to remain in their one legged squat position while they
discuss their approach to a solution.
The group does not have to stand simultaneously.
There is no time limit.
Participants can help one another in whatever way they dee most appropriate, but may not lose
hand contact with their neighbors.
(Taken from FUNN ‘N GAMES, pg 115)
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Tongue Twisters
Alliteration is one type of figurative language repeating the use of a single letter at the beginning
of each word in a phase or a sentence. Tongue twisters are short and simple alliterative lines or
words used to tell a story, ask a question, or make a statement. There are two rules for saying a
tongue twister correctly. First, they must be said fast and second, they need to be repeated a
certain number of times. If the tongue twister is several sentences long (like the size of a
paragraph), you only need to say it once. If the tongue twister is just one or two short sentences,
say it twice, and if it is less than a sentence long say it three times.
Point to Ponder
Analyze the three tongue twisters below and then determine what makes them so difficult to say
fast without stumbling over the pronunciation of the words. Determine what letters of the
alphabet you think are the most difficult to repeat in a tongue twister.
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Project to Pursue
Practice saying each of these three different types of tongue twisters and then make up some of
your own.
1. Can an active actor always actually act accurately?
2. A big bug bit a bold bald bear and the bold bald bear bled blood badly.
3. Three gray-green greedy geese, feeding on a weedy piece, the piece was weedy, and the
geese were greedy, three gray-green greedy geese.
(Taken from 180 Icebreakers pg 85)
Thumbo
The objective is for one unidentified player (Thumbo) to eliminate all the other players.
The first task is determining who is going to be Thumbo. Have the group form a tight circle and
have each player who wants the opportunity of being chosen as Thumbo extend a “hitchhiking”
thumb into the middle making a cluster of thumbs up. With all players closing their eyes, the
facilitator (eyes also closed) reaches into the digital cluster and squeezes and available thumb
once. That person then finds another thumb to squeeze that thumb twice. That person is then the
unannounced role of Thumbo.
Next, have the group get into a Velcro circle standing shoulder to shoulder, pretending each
player has Velcro strips. Each player rests their open left hand on their own back, palm facing
out. Then each player joins their right hand to their right neighbor’s left hand.
Any time after the Velcro circle has been formed, the chosen and unknown Thumbo squeezes
either hand they are holding between one and six times. The person who receives the squeeze or
squeezes from Thumber then squeezes the person next to them one less time than the number of
squeezes they received (i.e., Thumbo squeezes the person to the left four times, that person then
squeezes the person to his left three times, and so on until someone gets a single squeeze. The
player who receives a single squeeze is eliminated. He or She should wait about 10 seconds, then
announces their demise and steps out of the circle. During this time of laughter and fun, the
Velcro circle becomes smaller and at some point, Thumbo will again initiate another series of
squeezes.
This play will continue until someone eventually believes they know who Thumbo is, at which
point they announce “I accuse!” Another player must then say, “I’ll second the accusation.” (If
no one seconds the original accusation, the game simply continues.) Then, without looking at
Thumbo, on the count of three, the two people point to the person they believe to be Thumbo If
they are both pointing at the same person, and that person admits to being Thumbo, it’s game
over If the two accusing speculators point to different people, they are then out.
The game continues until either Thumbo is discovered or he/she eliminates all the circled
players.
(Taken from FUNN ‘N GAMES, pg 55)
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Two-Lip Traverse
Items needed:
Rubber bands (3.5”x1/4”)
This is a silly individual challenge bringing funny faces and lots of laughs. Pass out 1 rubber
band to each individual, facilitators included. Have everyone place the rubber band around their
head so it rests above their top lip and under ear lobes.
Instruct everyone to use only contortions of your face, lips, tongue and teeth to move the band
from the top lip to the lower lip as quickly as possible. No using hands, shoulders, knees or
anything else.
For those who are able to complete this challenge, have them also try moving the band below the
chin and onto the throat.
(Taken from FUNN ‘N GAMES, pg 155)
Don’t Make Me Laugh
This is a trusting exercise where people lie on the floor with their heads resting on the stomachs
of their neighbors, attempting to pass a “laugh” down the line.
Start with one person lying on the ground, facing the ceiling or sky. Ask for a second person to
lie down at a right angle to the first person, placing his/her head on the first person’s stomach
(looking from above, they will form a T). A third person lies down, laying his/her head on the
second person’s stomach, and so on it goes until you have formed on continuous line of bodies.
The first person is instructed to call out, “Ha,” as in hahaha. Straight after, the second person
calls out “ha ha,” and the third person issues a “ha ha ha,” on down the line.
Variations: Try incorporating a tongue twister like “unique New York” or other fun ideas.
(Taken from No Props, pg 129)
The Rock
Items needed:
A rock
The objective of this activity is for participants to attempt to guess who is secretly holding the
“rock.”
Start with the group standing in a circle, all facing towards the center. Ask them to close their
eyes and place both of their hands clenched behind their backs. Then, if they choose, each person
may open one of their hands with palm cupped upward behind their back as if they might receive
something in it.
Next, walk all the way around the outside of the circle, as quietly and as possible, and place a
small stone into one of the opened hands. That person will automatically clench their hand
around the “rock.”
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Once you have returned to the beginning of the circle, ask everyone to bring their clenched hands
in front of them, open their eyes, and quietly and comfortably sit down with their hands visible to
all.
Every person, even the one holding the rock is to look around to accurately guess who has the
“rock.” Absolutely no talking, just looking and being open to what is so.
Once someone thinks they know the answer, they can raise their hand to guess. If correctly, ask
them how they suspected. If wrong, the guesser is eliminated from the group and exit the circle.
This activity teaches people to trust their “gut.” If the connection of the group is strong, then you
can expect many people to quickly develop an ability to guess who is holding the rock, but less
so if still developing. Observe and note the “connection” will be evident within the group at the
end of the activity. Invite the group to inquire why this is so, and what impact this sense of the
group can have on a group’s performance.
Variation: Could use something other than a rock. Try another round or two allowing the group
to talk and come to an agreement of who is holding the rock.
(Taken from No Props, pg 55)
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TUESDAY

“What If” and Your Imagination
Too often schools focus on only the facts rather than fiction or on information rather than “what
if” ideas. The best curriculum in a school program establishes a balance between critical-thinking
skills like problem solving and decision making and creative-thinking skills like fluency and
originality. It is important to learn basic facts, but it is also important to learn different ways to
interpret and apply these basic facts.
Point to Ponder
Decide whether you prefer to write creative stories or factual reports and why. Are you better at
writing one than the other? Do you have more opportunity to practice writing one than the other?
Do you get better grades on one than the other?
Project to Pursue
Respond to each of these “WHAT IF” statements and then think up a few of your own to share
with students in class:
WHAT IF MONEY EVAPORATED IF YOU DIDN’T SPEND IT WITHIN A WEEK?
WHAT IF EVERY THIRD MONTH WAS DECEMBER?
WHAT IF PEOPLE NEVER GOT SECOND CHANCES?
WHAT IF EVERYONE HAD A PLACE TO LIVE AND FOOD TO EAT?
(Taken from 180 Icebreakers pg 90)
WHAT???
Items needed:
Squirt gun
The objective of this activity is for a blindfolded player to find a loaded squirt gun placed on a
chair, and to squirt another blindfolded player who is trying to avoid getting wet.
Divide the team into two groups and have each team choose one person to represent their team.
These two individuals will be selected to be the squirter and the avoider. The groups are then
instructed to assist their team member by vocally guiding them to either the squirt gun or away
from the it depending on their task.
Rules:
● The two groups must be on opposite sides of the room/area and remain in their respective
areas.
● Each of the blindfolded players must be assigned a responsible person to protect them
from obstacles and from the consequences of the game.
● If the avoider is hit with water from the squirt gun, the round is over and two other people
from each team are chosen.
Continue as many rounds as deemed necessary and to allow for all players to participate in
various roles. Have teams switch squirter/avoider roles.
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(Taken from FUNN ‘N GAMES, pg 38)
Follow the Leader
The objective is for a person standing in the center of a circle of people all moving in exactly the
same manner to guess which one is leading the changes in the group’s movements. This is a
good activity to develop focus and observation skills with the group.
Have the group form a circle and explain one person will be designated as “the leader” whose
role is to initiate a series of movements which the rest of the group will copy. It is critical the
others follow the leader’s movements exactly, and adopt any changes as soon as they become
aware of them.
The trick is the leader needs to remain a secret, because a second person who will volunteer to be
the first “bunny” will not know who the leader is. Once nominated, the bunny will turn around
and close their eyes while the group nominates who will be the leader (done silently).
To start, the leader will begin a series of movements, such as walking on spot or waving their
arms in a particular way. Then, the bunny will move into the center of the circle and just look at
everyone. The group will keep moving at all times, and secretly steal a glance at the leader (or
other early-adopter) from time to time to pick up any changes in the movements. The leader
should try to change their movements every 10 seconds or so. Big moves are best and the most
fun to watch. The group should steal too many or too long of glances at the leader for fear of
giving them away.
Once the bunny has guessed who the leader is, ask for a new person to volunteer to be the next
bunny or have the leader become the new bunny.
(Taken from No Props, pg 185)
Trolleys
Items needed:
Trolleys
The objective of this activity is for the group to communicate effectively in order to finish a
course while on trolleys.
Have each person on the team stand on the trolleys. Explain the team will need to work together
to complete an assigned task the facilitator will describe. Teams will need to cooperate
effectively in order to make the trolley ‘run’ efficiently.
Variations: Once the team is able to move their trolleys, change up the route, add a specific time
needed to complete a task, divide up into smaller groups and see which group can complete the
task faster.
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What Do We Know
It is easy for all of us to talk about the things we know, and sometimes we find it easy to talk
about things we don’t know. Maybe this sounds like a redundant statement or even like a catchy
tongue twister, but it’s worth thinking about. One of the phrases in the English language many
people find hard to use is the phrase “I don’t know.”
Point to Ponder
How will this activity help you know more about yourself?
Project to Pursue
1. Fold a sheet of drawing paper into three folds.
2. At the top of one section write “Ten things I know for sure.” One the second fold write
“Ten things I think are true, but I’m not sure.” On the third write “Ten things I don’t
know but would like to know.”
3. Read each list carefully. Then decide: Who could you share the things you know for sure
with? How could you gather information to check the things you think you know but are
not sure? To whom could you say “I don’t know about this, but I would really like your
help in finding out” about each item on your “I don’t know” list?
(Taken from 180 Icebreakers, pg 89)
Calculator
Items needed:
20 pieces of paper number 1-20 (or other objects numbered 1-20)
Rope
Timer
The objective of this activity is for the group to work together to come up with their best time to
touch the numbers sequentially from 1-20.
Place the numbered objects inside of a roped off circle (the smaller the circle equals less
movement). Instruct the group to start “on base,” which is located away from the calculator
circle. Explain to the group they must start and finish on base. When the facilitator says, “GO,”
the group must run to the calculator and take turns pressing and saying aloud numbers 1-20 in
order. Everyone in the group must touch at least one number and only one person can touch each
number. Everyone must remain on the outside of the calculator, and can only reach in to touch
their numbers (no stepping across or standing insides). Once they have reached 20, they must
return to base. The timer starts when the leave base and stops when the whole group has
returned.
Allow the group to discuss and develop strategies to help them develop faster times. Once the
group is happy with their time, start processing. Debrief about their strategy development
techniques, discuss if a leader was identified, etc.
(Taken from Ultimate Camp Resource)
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Win/Win or What?
Items needed:
Rope
Establish a 10-15 foot marker on the ground with a rope. Then divide the group in half and ask
the established halves to stand on either side of the line. Explain they have two minutes to get as
many players on the other side of the line to be on your side. This can be done by using:
● compassionate force (dragging, but no punching, pinching, biting). The dragged person
does not necessarily have to stay.
● compelling conviction (you better get over here…).
● win/win cajoling (if you come over here, I’ll go over there…).
Facilitators assist with interpreting compassion and tempering the compelling.
Debriefing: Ask the players why they chose the technique they used and was it effective? If
everyone ended up on the same side, how did that happen and was it satisfying to all the players.
Is straddling the line at the end of the two minutes an alternative? What is a win/win anyway?
Try talking about this before you play.
(Taken from FUNN ‘N GAMES, pg 144)
Yoga
Cosmic Kids Yoga Adventure: Star Wars (The Force Awakens)
https://www.youtube.com/watch?v=coC0eUSm-pc
Mindfulness Activity - A Mindful Minute
This activity comes from Renee Jain with the goal being to train the mind to purposefully focus
attention on a present experience.
1. Breathe like a bee!
a. Cover your ears with your thumbs and your eyes with your fingers.
b. Keep your lips closed and teeth slightly apart inside your mouth. Inhale deeply
through your nose (1-2-3-4).
c. When you inhale, think about closing your through just slightly so you can
actually hear your breath.
d. Exhale slowly through your mouth (1-2-3-4) while making a low humming sound.
e. Repeat.
2. Create magnetic hands!
a. Breathe in deeply through your nose (1-2-3-4).
b. Put your hands in front of you, shoulder width apart and palms facing each other.
c. Pretend there is a magnet slowly drawing your palms together.
d. Bring your palms very, very close until they almost tough. Then slowly bring
your palms back out again.
e. Keep breathing.
f. Repeat.
3. Dissolve a thought!
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a. Breathe in deeply through your nose (1-2-3-4). Breathe out fully through your
mouth (1-2-3-4).
b. Imagine each thought you have is a cloud forming above your head.
c. As you breathe in (1-2-3-4), notice this cloud.
d. As you breathe out (1,2,3,4), let the cloud dissolve.
e. Repeat with a new thought.
Sherpa Walk
The objective is for a sighted person (the Sherpa) to lead a group of people - connected to one
another and blindfolded - on a journey through a series of obstacles.
One person will become the leader or the Sherpa. Ask everyone to form a line, grab the hand of
the person in front of them, or place a hand on their shoulder, and put on their blindfolds. The
Sherpa is sighted and begins to guide the group through obstacles, while the group follows along
and listens to the descriptions for clues on what to expect and what to do.
Many connections can be drawn from the walk to real-life experiences, and may form the
foundation of some interesting discussion points. Some of these points may be: How did you
cope when faced with an obstacle? What supports were necessary to help you succeed? When
did your communication work best? The activity simulates how teams need leadership to
support each other and be successful.
Variations: Lead the group blindfolded only verbally, with no physical assistance at all. Separate
into pairs, and invite one person to be blindfolded at a time leading them only verbally through a
series of obstacles and challenges.
(Taken from No Props, pg 154)
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THURSDAY

Don’t Be a Lame Brain
Did you know your brain is divided into two halves? The left half of your brain learns facts and
figures, and the right half of your brain learns how to think and write creatively. People who
have left tendency are most often very logical, rational, organized, and structured. People who
have right brain tendency are most often very flexible, intuitive, spontaneous and impulsive.
Most of the curriculum in school teaches left brain thinking so it is important to nurture the right
half of the brain when you can.
Point to Ponder
Do you think you are more of a left brain thinker or a right brain thinker? Give reasons for your
answer.
Project to Pursue
Practice this right brain exercise: If you were a telephone, what would you talk about?
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Without telling your friends what you are, pick an object like a radio or a refrigerator. Instruct
your friends to start a conversation by asking you about your day, and you respond as the object.
How many questions do your friends have to ask before he/she can guess what you are?
Reverse the roles and try this activity again using different objects.
(Taken from 180 Icebreakers, pg30)
Pasta Permanente
Items needed:
Marshmallows
Fettuccine noodles
The challenge is to build a free standing structure over four feet tall using only marshmallows
and noodles. These items can be used however the groups wants. This can be done as a team
effort, can be divided into smaller teams.
A helpful tip is to open the marshmallow bag the day before to allow them to stiffen up a little,
which will help with construction. Another helpful tip is to have plenty of marshmallows
available as some will inevitably be eaten.
(Taken from FUNN ‘N GAMES, pg 107)
About Now
Items needed:
Timer
This simple guessing game has players estimate when sixty seconds has elapsed since the
starting command. Have your group gather around with enough room for each of them to sit. At
go, instruct the group to sit down when they believe exactly 60 seconds has elapsed. This is an
individually exercise although group “pressure” will play a role. Note: there is no taking
permitted during the exercise nor are players allowed to look at the time.
Allow the activity to play out and take note of the person(s) who sits at or closest to the 60second mark. Observe how group pressure plays a part in people’s decision making process.
Variations:
Do another round where the group can communicate with each other with the objective of having
everyone sit at the same time. Emphasis is on seeking consensus, as well as achieving a group-sit
as close to one minute as possible. Try this version a couple of times to see if they are able to
determine more successful techniques.
(Taken from No Props, pg 148)
Sock Puppet Show
Items needed:
Sock puppets from Tuesday
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Much like previous improv skits, have the group perform a sock puppet show using their sock
puppets from Tuesday. Instead of drawing a skit idea, see if the participants would like to come
up with their own ideas. If they are struggling, suggest some ideas or pick skit ideas from the jar.
Don’t Touch Me
(Separate then Whole Group)
Items needed:
Rope
Timer
Split the team into two equal groups and delineate two lines of “spots” where members of each
group will stand. The two lines should face each other about 20 feet apart, with team members
spaced about 4 feet apart. Mark a circle with a rope about the size of a car tire directly between
the two group lines.
Starting on their own spots, explain the two teams are working together to record the fastest
possible time to switch sides. In the process, each person must touch some part of the body
inside the middle circle as they pass through. Note: there can be no physical contact between
team members at any point in the switching process. This event will be timed and the objective
will be to continual improve upon previous times be developing different techniques to complete
the task.
Allow the group to attempt the task without any planning the first time around and reach a
benchmark time to beat. Allow the group to take 5-10 minutes to discuss and rehearse an
improved strategy, before recording a second attempt. More attempts can be made if the group
would like to try additional techniques.
Teamwork and problem solving are featured in this activity, but the primary focus in on
continuous improvement and quality control. Observe the manner in which decisions are made,
how a group manages the balance between planning and action, and the “risks” people will take
to record a fast time.
Variation: Instead of splitting into two separate lines, form a circle with the whole group and
allow the players to move to any other spot in the circle after touching the middle circle. Is this
easier? Were the techniques the same or different than doing the lines activity?
(Taken from No Props, pg 164)
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TUESDAY

Decide on a Face
Ask everyone to decide on a gesture or idiosyncrasy they think kinetically represents one of the
other participants in the group; perhaps a typical facial expression, a habitual movement of the
hands, characteristic body language, something that might be recognized as associated with a
specific person or persons. Before starting, emphasize you are not trying to embarrass anyone,
so the choice of gesture should be compassionately chosen.
Play
Standing in a circle, one person initiates a gesture and it is then copied (mimed) by everyone
else in sequence around the circle. After all this posturing and gesticulation, everyone should
attempt a guess as to who the gesture is associated with. Then someone else volunteers a gesture,
etc., etc. Note: As in all potentially embarrassing "volunteer attempt" situations, do not require a
gesture from everyone, and if you think a particular gesture could be character-threatening, kill
it.
A less threatening and more spontaneous approach is asking each person to volunteer a gesture
or facial expression that "... just comes to mind." It does not have to be associated with anyone or
any particular situation. The chosen gesture is then passed around the circle quickly, then it's on
to the next person. Try to keep the activity low key and fun, with passing always remaining an
option.
(Taken from Quick Silver pg 223)
Wrapped Surprise
Items needed:
2 oven mitts
1 big/weird hat
Apron
Pair of dice
Candy bars
Newspaper
Masking tape
To make the wrapped surprise, start wrapping half sheets of newspaper around the candy bar(s).
Each wrapped and folded sheet should be secured with 3-4 turns of masking tape. Keep
wrapping with newspaper and tape until it resembles the size of a sub sandwich-ish.
Form a seated circle on the floor with one chosen person in the center. Have the person in the
center put on the mitts, apron, and hat. On go, the center person begins unwrapping the surprise
as quickly as possible. Concurrently, the circled players begin rolling the dice individually and
sequentially in a chosen direction. Each person gets one roll. When doubles of any number come
up, the person involved in the unwrapping stops, takes off the props, and the person who rolled
doubles puts it all on and continues the unwrapping. All this happens while the dice continue to
roll, until another doubles set comes up, to which everyone should yell DOUBLES to alert the
center person to stop unwrapping and switch.

SUMMER THERAPEUTIC PROGRAM FOR CHILDREN

This is a fast, frantic, and fun game. The center person doesn’t have much time for anything
other than putting on and taking off the props so it could take a little while of fun.
(Taken from FUNN ‘N GAMES, pg 48)
Paper Tricks
Items needed:
(Scrap) Paper
Tape or rope
Tape measure
Timer
This activity will work best when done indoors.
1. Drop for Accuracy
Provide each group of 3-6 participants with 2 sheets of scrap paper. The challenge: drop the two
sheets (together or separately) from a height of approximately ten feet (chair, ladder, etc.) toward
a taped X/circled rope on the floor. The object is to see which group can get their sheet closest to
the center of the mark.
Rules:
● Have a measuring tape on hand to accurately measure the close landings.
● The players can do anything they want to the scrap sheets (rip, cut, fold, etc.) except
provide moisture to the paper. They cannot tear into pieces.
● Where the sheet(s) end up indicates the point of measure, not where the paper makes
initial contact.
● Measurement is made from the center of the mark to the closest part of the dropped
paper.
● Allow six minutes to create the drop package.
2. Drop for Time
As above, provide paper to a small group of participants, but for this event, allow ten sheets of
paper. The challenge is to see which group can combine their creativity and paper to allow the
longest time of descent from the drop point to the floor; no accuracy involved. This is a timed
event.
Rules:
● Same rules as above for what can be done with paper.
● Only a single drop is allowed.
● All ten sheets must be used to create the drop mechanism. All ten sheets must remain in
contact for the entire drop.
● Allow 15 minutes to develop the drop package.
● Drop, not throw.
3. Propel for Distance
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Offer two pieces of paper to each person in the group. The challenge is for each participant to
propel their individual sections of paper as far as possible from the start line. Best of two
attempts is recorded.
Rules:
● 2 throws allowed, but only one counted for distance.
● Where the paper ends up constitutes the measurable throw.
● Measure from the center of the throwing line to the closest portion of the paper plane.
4. People Power Paper tower
Ask your group to divide themselves into smaller groups of 4-5. Hand out ten sheets of paper and
ask each group to design and build a free standing paper tower using only the sheets of paper
provided.
Rules:
●
●
●
●

No props allowed.
All towers originate at the same level.
Paper can be folded, crushed, scrunched, torn or cut.
The tower must maintains its height for at least five seconds before a measurement is
taken.
(Taken from FUNN ‘N GAMES, pg 113)
Canvas Painting
Items needed:
Canvas
Tempera paint
Paint brushes
Paint holder
Water cups
Paper towels
Set up stations with art supplies. Instruct them to “paint their success.” Each person’s version of
success if different so allow them to use their creativity and ideas. It may help to have a
discussion of what success looks like prior to having them paint.
Celebration of Excellence
This game is similar to Have you ever…, but the questions asked puts emphasis on skills
achieved or just being overwhelmingly positive. This activity teaches participants it is ok to
celebrate your success or excellence.
Have the group get into a circle with a facilitator in the middle. Instructor the participants to
stand if the answer to the Have you ever questions is yet. As people are standing and switching
seats, everyone should clap to recognize their successes. The facilitator can start and ask the
first few questions with the suggested list below or come up with their own. After a few rounds,
the facilitator should allow a new middle to emerge to allow players to recognize their own
accomplishments.
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HAVE YOU EVER…
...won an award at school or other event
...ridden a bicycle
...played a sport or an instrument
...sang in a choir
...helped out a sibling or other family member
...helped a friend
...learned how to swim
...read a book you enjoyed
...danced silly just for fun (have them start dancing!)
Discuss the idea of success and what it means to each participant. Success can look different for
everyone and that in itself should be celebrated. Also discuss its ok to be proud of the good
accomplishments.
(Adapted from FUNN ‘N GAMES, pg 175)
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WEDNESDAY

4 Sheets to the Wind
Ask your group to either put on blindfolds, or close their eyes (Challenge by Choice) for this
exercise. The blindfolded (eyes closed) participants are not allowed to ask questions, but can talk
freely among themselves.
Hand participants sheets of paper equal in size, and ask them to sequentially:
1) Fold the paper in half and tear off the bottom right hand corner;
2) Fold the paper in half again and tear off the upper right hand corner;
3) Fold the paper in half again and tear off the lower right hand corner.
OK, eyes open and compare the results. Just a simple exercise to emphasize how people interpret
ambiguous instructions, allowing Murphy's Law full reign. Ambiguous directions produce
disparate results.
If you follow the above directions, is there a right or wrong way to fold and tear the sheet of
paper, Murphy notwithstanding? If you change the directions in 1, 2, and 3, above, will the
results of this exercise change?
Now, line up in a circle, and face each other back-to-back...
(Taken from Quick Silver, pg 238-239)
The Great Egg Drop
(Whole Group)
Items needed:
Raw eggs
Masking tape (roll of half-inch)
Box of plastic drinking straws
Plastic garbage bag
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The objective of the activity is for a small group, 3-5, to design a delivery system designed to
protect a raw egg dropped from a height of eight feet onto a hard surface. Success and failure is
unequivocal; the egg shell either cracks or it doesn’t.
Give each group 1 raw egg, 30” masking tape, and 20 straws. Each group will have 20 minutes
to complete their planning and construction of an egg drop delivery system to allow the egg to
remain intact when dropped.
Prior to each group egg drop, one representative from each group will present their delivery
system and explain why they think it will work and is the best. Perform all drops from the same
location onto the same location (the plastic bag for easier clean up).
(Taken from Cowstails and Cobras II, pg 85)
Yoga
A Cosmic Kids Yoga: Harry Potter and the Philosopher’s Stone
https://www.youtube.com/watch?v=R-BS87NTV5I

Mindfulness Activity - Mindfulness Bingo
Items needed:
Mindfulness bingo cards
Draw a task card and demonstrate the skill to teach the techniques during game. Continue
drawing and demonstrating task cards until someone gets a bingo. Extra tasks cards can be used
at bingo markers.
Half Pipe Games
Items needed:
PCV pipes cut in half or quarter-round sticks (the wooden or plastic trim sticks used to cover the
edges of wall corners)
Marbles (lots!)
Container
The objective of this activity is to work together to deliver a marble from one location to another
without dropping the marble.
Place a colorful marble onto the half pipe, then, in conjunction with other team members, who
control their section of half-pipe, attempt to move the marble from one point to another without
letting the marble roll off the pipe. Each player cannot move more than one pivot step from
where they begin, but can proceed to the end of the line once they have transported the marble.
No hand contact with the marble except at the start and finish.
Variation:
After the group has successfully passed the marble down the pipeline, ask them, how many
marbles they estimate could be passed down the half pipe in one minute. Arrange the pipe
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sections as per above, say Go!, then have someone start feeding marbles into the first pipe
section in rapid fire fashion. Have a lot of marbles on hand to feed the frenzy and excitement.
Count the number of marbles that make it into the final container as they enter to determine the
final score.
(Taken from FUNN ‘N GAMES, pg 86)
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THURSDAY
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FILLERS
Gotcha
Stand in a circle and ask each person to offer their left hand palm up, then point the index finger
of the right hand down into the left palm of the person standing to their right. On Go!, each
person tries to grab a finger with their left hand and keep their right finger from being grabbed.
Try reversing hands.
(Taken from FUNN ‘N GAMES, pg 26)
Shadow Land
The object of this activity is for members of a group to use their shadows from body parts to
completely cover a well-lighted object. Using the combined shadows of each person are
contributed to completely darken a chosen illuminated (via the sun) object. Only body parts are
allowed (no clothing) to make shadows. The shaded object must remain completely shaded for
three seconds. People supporting people off the ground is allowed; spot accordingly.
Shadows are best produced between 8-10 am and any time after 2pm.
(Taken from FUNN ‘N GAMES, pg 119)
Wiggle-Waggle
Participants can work alone or together in this silly finger manipulation game. Put your hands in
a prayer position, palm to palm, then cross your middle fingers. If the folder center finger of your
right hand is closest to your face, your left hand will rotate clockwise and your right
counterclockwise. When participants have achieved it by themselves, have them partner up and
try it with each other. Have them give each other a high five, hold it, then do the wiggle-waggle
thing with each other.
Next, have the group get into a circle, as the group to stand with their hands at their sides in the
classic gun fighter’s position. On DRAW, each person tries to do the wiggle-waggle thing with
the person to their right and left simultaneously and all within 15 seconds. At the end of 15
seconds the facilitators yells STOP, see if everyone was able to get it to work. Attempt it three
times for complete group success.
(Taken from FUNN ‘N GAMES, pg 142. Other wiggle-waggle games available.)
Count Off
Explain to the group they need to count to 20. An individual can only call out one number at a
time, not two numbers in a row, but they can call another number later. Also, any time one or
more people call out a number at the same time, the count goes back to zero. The biggest catch is
the group is not permitted to establish a pattern, nor is anyone allowed to indicate/gesture/motion
to another they should call the next number.
Variations: Ask the group to close their eyes and attempt this activity. Try this with the alphabet.
(Taken from No Props, pg 171)
Four Up
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Starting in a seated position, a group attempts to have exactly four people stand up for no longer
than five seconds at any point in time.
Start with your group seated on the floor. Explain to the group anyone can stand up whenever he
or she wants to, but they cannot remain standing for longer than five seconds before they sit
down again. The primary goal is to have exactly four people of the group standing up at any
point in time.
(Taken from No Props, pg 172)
MSG
Have the group stack their hands, one on top of another so no two hands from the same person
and together.
The objective is to reverse the hand stack as quickly and efficiently as possible (i.e. bottom hand
moves to the top.
This can be done either for time or simply for the satisfaction of experiencing something you
haven’t done for a long time. If you find after a couple of attempts hand movements become
such a blur and timing the sequence is unrealistic; great, sounds like a new world record!
(Taken from FUNN ‘N GAMES, pg 40)
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IMPROV SKIT DESCRIPTIONS
(in alphabetical order)
3 word skits
A small group of participants will create a skit connecting three random words. The three words
will be offered by the facilitator or can be produced by the audience. Allow the small group a
few minutes to get their skit together and present to the group.
Examples:
● Snowman, swimming suit, hairdryer
● Rattlesnake, cookie jar, fairy
● Football, swimming pool, dog
Connections
A fun and silly game. Let everyone walk leisurely around the room. When you shout “3 fingers”
the players must form little groups, each group consisting of 3 touching fingers. Use your
imagination - say 4 feet, 3 hands, 2 ears, 5 hips, 4 elbows, 3 heads, 7 left big toes, 4 little fingers,
etc. Repeat until everyone is giggling.
Defeat the Superhero League
One kid is a super villain. Three or four kids pick superheroes they want to be but keep their
identify secret from everyone. Each kid superhero bursts in to the villain's secret lab. The
superhero kid must act like their hero but can't say their name. The villain must guess who they
are to defeat them and get keep them from destroying the secret lab. If the villain doesn't guess in
a few minutes, another superhero enters. When all the heroes are present and have a chance to
show their powers, then the villain must guess who they are (within a time limit) or be defeated.
Variation: You can have students also practice this in small groups of 4-5 and then perform it for
everyone and have the audience guess the heroes instead.
Fairy Tale in a Minute
The actors pick a fairy tale (or get one from the audience) and then act out the story in one
minute. Then they must act out the same thing in 30 seconds. THEN they must act it out in 10
seconds.
Freeze
Split the kids into two equal groups. If you have an odd number, have one kid play the leader.
Have one group walk around the other group. When the leader yells freeze, the group walking
must each freeze in to a silly pose. The other group must each pick someone to swap with and
must do the same exact silly pose. When all the kids have switched, the leader yells "Go" and the
students unfreeze, walk around the other group until the leader yells "Freeze" again.
Gibberish
A group of kids (group #1) act out a scene speaking in a weird alien language. They act out a
simple activity like playing baseball or cooking. The other group of kids (group #2) act out the
same scene and translate what was said in English.
Variation: have kids translate what was said by the aliens as they act
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Variation 2: have a kid play an alien who speaks gibberish and have the other kids try to figure
out what he is saying in a scene where an alien visits their school or lands in their backyard
Group Stop
Everyone quietly mills about the room. One person will elect to freeze in position unexpectedly.
As soon as one notices someone else has frozen in position they freeze as well. So the effect of
one person freezing causes everyone to freeze. Once everyone is still the group starts milling
around again. The goal is to see how quickly the group can freeze in position.
Here Comes Jane/Jack
You’ll need three participants for Here Comes Jane/Jack. Have two children talk about a third
person (Jane or Jack) in descriptive terms such as “elderly,” “walks with a limp,” or “looks partcat,” while the third person is off-stage but in ear shot. After 30 seconds, Jane/Jack must walk
onstage and act out how the other two described them.
Honey Walk
All actors walk in place. The audience calls out different things they must walk through. Snow,
ice, mud, jello, honey…
Mirror Exercise
Pair up actors. One actor is the mirror and must copy everything the other actor does. A variation
on this game is called Copy Cat. With Copy Cat, you can also add sounds and copy the noises
the actor makes. See the video for an example of Copy Cat with our baby improver.
One Word Story
This is a fun one for any age! All players should form a circle and set a timer for one minute. The
goal of the game is to create a full story, with each player only saying one word at a time. For
example, the first player might start with: "the,” the second might add “wombat,” the third may
say “sailed,” the 1 fourth could add “through,” and the fifth might contribute “Spain.” So you
have “The wombat sailed through Spain,” and the circle goes around and around until one
minute is up.
Pass the Ball
All players in a circle. Ask the players to pass a mimed ball to others (one ball at a time). The
ball becomes heavier, until it weighs a ton, or extremely light, extremely big (and light or heavy)
or extremely small (and light or heavy). Actors need to show the ball's characteristics in the way
it gets passed.
Press Conference
This is good for getting a kid to feel comfortable standing in front of a group by themselves. One
kid volunteers to be the "famous person." The kid becomes the famous person by acting the same
as the person and using their voice or accent but can only answer yes or no. The other students
interview the "famous person" and they get yes or no answers until they can guess who it is.
Shrinking Box
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Actors pantomime they are in a very large box. Show audience all the sides. Then the box gets
smaller. Show the audience how small it is getting. Then they must figure out a way to escape.
The actor must do a good job showing the audience how they have escaped so they can correctly
guess how.
Stunt Doubles
2 Actors are acting a scene such as washing a car. When it comes time to do a "dangerous" step
(such as turning on the hose) they call in their stunt doubles.
(Skit ideas taken from Disney IMAGICADEMY and Free Drama)
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Appendix C
Summer Treatment Adventure and Recreation (STAR) Program
Parent Component
Week

Theme

Parent Component

1

Peer Relations

Relationships

2

Feelings

Communication

3

Self-Esteem

Effective Focus

4

Friendship

Be with Attitude

5

Leadership

Effective Discipline

6

Celebration of Success

Reasonable Expectations

* Homework/Implementation - homework may be assigned at the end of the group if the
facilitator believes it is helpful and necessary for parents to practice newly learned skills to help
acquire and master.
Week 1 Relationships
Goal: To improve relationships with our kids. Provide foundation for the parent
component. Ultimate goal of reducing negative behaviors in kids.
Discussion Points
● What brought you to this group?
● What do you want to achieve, accomplish, and take away from this group?
● What does a positive relationship with your child look like?
● Focusing on what is there as opposed to what is missing.
● Establishing rapport and support within the group
Week 2 Communication
Goal: To learn how to respond and reflect, not react. Understand your child’s reactions
are not your own.
Discussion Points
● Be available
● Active listening skills
● Reflective and appropriate responses
● Reflective feelings and content
● Therapeutic statements
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Week 3 Effective Focus
Goal: To build skills assisting with emphasizing the correct areas of focus. Assist with
building child’s self-worth and confidence.
Discussion Points
● Praise versus encouragement
● Intentional words and behaviors
● Boundaries and limits
Week 4 Be with Attitude
Goal: Combining and building upon weeks 1, 2, and 3 to include engagement.
Discussion Points
● I hear you, I am here, I understand, I care
● Not parenting out of guilt
● Parenting with intention
Week 5 Effective Discipline
Goal: Understanding the four parenting styles in order to fully understand, attempt to
prevent, and employ effective discipline techniques.
Discussion Points
● Permissive Parent
● Neglectful Parent
● Authoritarian Parent
● Authoritative Parent
● Choice giving
● Appropriate responses and timing
● Building off of “Be with Attitude”
● Clear boundaries and consistency
Week 6 Reasonable Expectation
Goal: To understand reasonable expectations are a necessity for both children and parents
in order to succeed together and individually.
Discussion Points
● Celebrating and building on small successes instead of focusing on failures.
● Self-care
● Takeaways from the program
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Appendix D
STAR Program
Pre-test Evaluation Form
Instructions: Circle your responses
1 = Unknown

2 = Minimal (None)

3 = Mild

4 = Moderate

5 = Severe

My child exhibits the following symptoms:
Aggression towards adults
Aggression towards peers
Aggression towards property
Aggression towards animals
Academic performance issues
Withdrawn behavior
Verbal threats towards adults
Verbal threats towards peers
Suicidal thoughts
Appears depressed
Significant mood changes
Flat emotional expression
Low self-esteem
Physical complaints
Attention problems
Impulsivity/Restlessness
Profanity
Noncompliance
Shoplifting/Theft
Vandalism/Fire setting
Excessive worries/fearful
Peer interaction issues

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2

3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3

4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4

5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5

As a parent or guardian of a child going through the STAR program, I anticipate my participation and
involvement with the program will be
1
2
3
4
5

My expectations for this program are
Specific expectations I have of the program are

1

2

3

4

5
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STAR Program
Post-test Evaluation Form
Instructions: Circle your responses
1 = Unknown

2 = Minimal (None)

3 = Mild

4 = Moderate

5 = Severe

After participating in the STAR Program, my child exhibits the following symptoms:
Aggression towards adults
Aggression towards peers
Aggression towards property
Aggression towards animals
Academic performance issues
Withdrawn behavior
Verbal threats towards adults
Verbal threats towards peers
Suicidal thoughts
Appears depressed
Significant mood changes
Flat emotional expression
Low self-esteem
Physical complaints
Attention problems
Impulsivity/Restlessness
Profanity
Noncompliance
Shoplifting/Theft
Vandalism/Fire setting
Excessive worries/fearful
Peer interaction issues

1 = Strongly Disagree

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

2 = Disagree

3 = Neutral

As a parent/guardian, I had a high level of
participation and involvement in the STAR Program
The STAR Program met my expectations
I found the parent meetings to be beneficial
The STAR activities were helpful to my child
I would recommend this program to others

1 = Poor

2 = Fair

3 = Neutral

2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2
2

4 = Good

3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3
3

4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4

4 = Agree

5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5

5 = Strongly Agree

1

2

3

4

5

1
1
1
1

2
2
2
2

3
3
3
3

4
4
4
4

5
5
5
5

5 = Excellent
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Quality of program as a whole
Facilitators knowledge/expertise on activities
Appropriateness of program length
Appropriateness of program location

1
1
1
1

2
2
2
2
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3
3
3

What I found most beneficial about the STAR Program was:

What I found least beneficial about the STAR Program was:

Suggestions and recommendations for future STAR Program sessions include

4
4
4
4

5
5
5
5

